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SMill! 

L ast month's intro concentrated on a predicted retro revival, in which old 
classics would be converted onto the SNES for us all to have a great 
time playing 'em. How wrong, or at least how ahead of my time, I was. 
Retro revival? Pah. All I've seen since is a load more sports sims. Flicking 
through the pages of this month's mag, the major release has to be Smash 
Tennis. It's the most playable SNES sports game ever -1 only wish it had 
decent competition from other new carts. Watch out for big assaults on the 
games scene by Accolade and Sony - the war for SNES supremacy begins 
here. Summer has traditionally been a quiet season for software. All I can 
say is roll on Autumn - a fine fragrance. ALEX 


EDITOR 


With the new series of Viva Cabaret 
starting soon I got to thinking about 
what great all round entertainers 
the Super Action team actually are. 
Here is a brief run down of the 
teams party pieces which always 


bring the house down when performed. 



DEPUTY EDITOR 


Jay does a particularly fine impres¬ 
sion of Marcel Marceau. the truly 
hilarious French mime artist who 
pretends to play with massive heli¬ 
um-filled balloons and caress large 
imaginary brick walls, take it away 
Oh bravo! 


STAFF WRITER. 

Neil's legendary Joke-telling abili¬ 
ties have everyone in stitches. "It's 
all in the... timing!" said Neil. His 
favourite joke is the classic: "what 
do you call a man with several 
planks on his head?... I don't know 
either but I'm sure that Edward Woodward would!" 
Tee ruddy hee! 


ART EDITOR. 

Marc (along with Alex J) is a keen 
synchronised swimmer. After don¬ 
ning his swimming cap and nose clip 
he can mess about at the pool' for 
hours and hours. He loves it so much 
because of the artistic and creative 


elements involved and because it's more interest¬ 
ing than setting pages. 



CO-ART EDITOR 


Apart from the synchro swimming. 
Alex does a mean impression of 
dancer Wayne Sleep playing bas¬ 
ketball. He can leap, pirouette and 
shimmy like a pro. Whilst in the air 
his arms and legs flail about with all 


the graceful poise of a prima ballerina. 



PRODUCTION EDITOR 


Unbeknownst to most of his work 
colleagues Dave spends most of 
his time perfecting his gaelic 
singing and dancing routine. He is 
never happier than when he's hop¬ 
ing around in his little kilt singing 
emotional renditions of Danny Boy. 



CONTRIBUTOR 


Andy is a man of many, many tal¬ 
ents but by far his most impressive 
is his abiility to violently shake his 
hair and kick things over in time to 
his devil' music. This never fails to 
impress the girls. 
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Read all about it only 
in Super Action, the 
SNES mag that’s more 
selective with its 
news coverage than 
other magazines 


Batman and loads of others feature in 
the news this month. Nintendo are up 
to all sorts as well 
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In case you hadn’t 
already guessed, this 
is the contents page and 
it teiis you about what’s 
in the mag. Most of it’s 
about the SNES and 
there’s a bit of Manga too 
Pianet Nintendo...6 

Virtual reality stuff, Batman, Nintendo Summer releases, 
information about ‘piay more, pay iess’, ELSPA crime 
unit, Killer Instinct and a bit on Star Trek 

Accoiade Feature.34 

An in-depth preview of Bubsy 2 and Fire Team Rogue and 
an interview with John Skeel, the programmer of both 
aforementioned games'. 

Manga Cornin’ At Ya.40 

The latest Japanese videos reviewed by ace contributor, 
GB Action’s Andy Sharp 


Rise Of The Robots...42 

The game that everyone’s talking about at the moment is 
still in production - we see how it’s coming on 

it’s Officiai!...48 

Special mini-reviews of some of the more exciting games 
newly out in Britain 

American Taii........62 

Marvel at three pages of stunning film stills and 
screenshots of Virgin’s latest platform corker 

Sony So Far......66 

Sony’s role in the games market is increasing by the 
second. Check out their latest product range 

interactive Footbaii.74 

These are the pages to turn to if you want to see your 
very own all-time back four in print 

2Uniimited Competition..78 

Win a copy of Biometal signed by a top pop duo 

Letters.80 

All your SNES-related comments and more 
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Accolade.34 

Fireteam Rogue and 
Bubsy 2 development 
chat and more. 


Manga.......40 

Andy explores the myth 
known to all as the 
dreaded Jap movie. 


Rise Of Robots42 

Is a robotic revival in the 
wings? Will it ever be 
released? Find out now. 


Pac Attack.....lO 

Maze icon hops his way 
onto a game of Tetris 
and spoils it. 


Shut Up, Jam.l4 

Act out ail your Charles 
Barkley fantasies in 
this basketball sim. 


Ail American..l6 

Hut, hut, hut your way to 
victory with THQ’s latest 
and best. 


Smash Tennis...26 

The best tennis cart 
since Super Tennis 
cornin’ at ya 


Spectre.30 

Not a bespectacled 
publisher but a bizarre 
tank effort 


Super Metroid54 

A massive platform 
romp no one can spell 
with complicated maps 


Strike Eagle..48 

A flight simulation with 
loads of attitude on its 
crazy way 


Biometal........48 

Throbbing techno 
soundtrack and odd 
graphics combine! 


Mech Warrior.48 

Yep, the two previous 
ones are on these 
pages too 


Sony..66 

More releases in the 
pipeline than can be 
counted on one hand 


Interactive Footy74 
Elite’s awesome 
competition takes 
another twist 


Hotline..........82 

Nintendo’s greatest 
gamesters are here just 
to answer your queries 


NINJA WARRIORS was kindly lent to us by the 
amazing DREAM MACHINES 2. You can find them at 
Boris House, Victoria Road, Hartlepool, Cleveland, or 
alternatively, give them a ring on this number: 

0429 869459 


Ninja Warriors.l8 

Disfigured geeks slap 
and scratch each other 
for a daft laugh 


Chaos Engine.20 

MicroProse’s rather 
involved Jurassic Park 
rip-off 


USA World Cup.22 

A classic football cart 
that could go all the 
way to the final 


MicroProse.....46 

Win three goodie bags 
full o’ all sorts of top 
gear - maybe 


Hyper V-Ball....52 

A volleyball sim that’s 
as realistic as an early 
episode of Dr Who 


Itchy, ScratchySO 

It’s cat and mouse 
nonsensical preview 
time already 
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Super Hockey.56 

It’s as playable as I 
don’t know what. Check 
it out for a laugh 


Virtual Bart...58 

Virtual Bart indeed. It’s 
as much like Bart as 
Henry Kissinger 


Dragon......60 

A three-player beat 
’em-up. Three player? 
Yes, three player 
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IT'S VIRTUALLY A REALITY 


Virtual Reality for entertainment 
purposes is looking better and 
more accesible than ever before 
and this year’s VR conference 
should demonstrate this 


F ollowing the success of last 
year's VR User Show, the 1994 
conference, scheduled for 
September at the London Novotel 
promises an exciting glimpse into 
the yet relatively untapped virtual 
reality entertainments market. 

The backbone to this little shindig 


will be a three-day exhibition of VR 
hardware, software and services. 
The applications of these technolo¬ 
gies may vary greatly but much the 
same technologies are used in 
diverse fields such as entertainment 
or design and medicine. 
Conservative estimates have claimed 


that VR in these three main areas 
will be responsible for in excess of a 
$500 million market by 1997. 

This dramatic increase is largely 
due to the huge demand for virtual 
reality games and experiences for 
entertainment purposes. Existing 
developers of computer and multi- 
media games are already pushing to 
develop new products for this area 
and film studios already au fait with 
the use of high performance graph¬ 
ics (like those used for special 
effects) are creating 'real time ani¬ 
mation' systems for use within new 
VR games. 

The future is looking extremely 
bright for this particular area of the 
computer entertainments industry 
and as the technology advances, the 
only limiting factor will be the imag¬ 
ination of the actual games design¬ 
ers involved. 

Nintendo's recent collaboration 
with Silicon Graphics In the new 
Project Reality programme should 
bring ail these amazing technologies 
right into your home and, more 


importantly, at realistic and 
affordable prices. 

We will bring you ail the latest 
developments on the Virtual 
Reality front as they happen, so 
keep one step ahead of the rest of 
the pack by reading the ever 
Informative, up-to-date Planet 
Nintendo each month. 
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The use of VR in CAD design is just 
one useful future application for 
this technology. 


Below: The Virtual reality 
market is one of the few 
gro¥fth areas of the 
computer games industry 
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Acclaim have secured the rights 
to this hotly anticipated 
blockbuster certainty and 
a Batman Forever video 
game cartridge f< 
the SNES has beer 
discussed, but we'll 
have to wait for 
more news on 
that front. 

Bat fans will 
probably be more 
pleased to learn 
that Batman - the 
animated series has recently been 
licensed to Konami. This new game 
promises 16 megs of unadulterated 
Dark Knight action. 

Using digitised animation cells 
from the original cartoon, the game 
will feature all the big enemies 
including the Joker, the Penguin and 
Catwoman along with a a few 


jAnimaiBcJ Se^t^ies 


friendly allies - Alfred, Robin, 
Commissioner Gordon and of course. 
Bat Girl. Naturally there will be plen¬ 
ty of utility belt and bat mobile fun, 
all combined in nine big levels 
crammed with devious traps and 
mode seven jiggery-pokery. It's look¬ 
ing good for the winged avenger 
isn't it? 


PRESS 

ELSPA CRIME UNIT 
The European Leisure 
Software Publishers 
Association, ELSPA, 
have established a 
Crime Unit to focus on 
the prosecution of crim¬ 
inals contravening the 
1988 copyright act. 

The Unit's activities 
will include investiga¬ 
tions and prosecutions 
to safeguard the intel¬ 
lectual property rights 
of computer and video 
games software pub¬ 
lishers in Europe. 

BIG ROG SPEAKS 
Roger Bennett, general 
secretary of ELSPA, 
commented; "As an 
industry association, we 
are committed to the 
eradication of software 
piracy throughout the 
UK. By bringing the 
Crime Unit within 
ELSPA, we have provid¬ 
ed the industry with a 
software piracy fighting 
fund to combat this ris¬ 
ing criminal activity. 
With the games soft¬ 
ware industry estimat¬ 
ed to be worth £960 
million to the UK this 
year, we can't afford to 
let these activities 
continue." 


SUMMER, SUMMER TIME 


uss 


CONTRABAND 
The ELSPA crime unit is 
already involved in 
dozens of operations 
throughout the country 
ranging from the illegal 
distribution of software 
through mail order 
companies to illegal 
sale of pirated software 
on the black market. Its 
current focus is on 
pirated CD software and 
illegal bulletin boards. 


S O what have those nice 
Nintendo people got lined up 
for us over the coming summer 
months? Well we can confidently 
expect to see Stunt Racer FX hit the 
shelves and after all the hype we 
hope it can match up to the success 
of it's predecessor Starwing. 

Stunt racer makes use of second 
generation FX chip technology (the 
so-called Super FX chip) which han¬ 
dles the polygon animation at twice 
the speed of the original. Naturally 
we will have all the info on this big 
release as soon as possible. 

We can also expect to see official 


releases for Mega Man X, Super 
Meteroid (which will include a free 
player's guide worth £9.99), Plok, 
Pac-Attack (pump!) and a re-release 
of the all-time favourite, Zelda: A 
Link to the Past. 


No real shocks but all are good 
solid games (except Pac-Attack) that 
should provide hours of entertain¬ 
ment whilst you sit inside through 
all the inevitable bad weather this 
summer. 


PLAY MORE PAY (a lot) 


P sst, how d'ya fancy a brand 
new Super Nintendo along 
with the excellent Streetfighter II 
Turbo for the ridiculous price of 
£99.99? Yes it's true. Nintendo's 
recent 'play more pay less' policy has 
kicked up a gear with a huge £40 
reduction on their big selling 
SFII/SNES package. If you can con¬ 
tain your excitement for just one 
more moment though, you'll see 
that isn't all the good news that 
Nintendo have recently announced. 
Starwing, the first game to make 


use of the outstanding FX 
chip capabilities is now to 
carry a meagre £19.99 price 
tag (a reduction of some 
£20 on the original price). 
Hopefully this great new 
move will motivate simi¬ 
larly big reductions in the 
cost of other SNES titles. 
Hopefully! 

Something for nothing? 
Streetfighter II Turho is in effect 
free with the new SNES package 
from Nintendo 


BATMAN FORE 


B atman is back! Yes the caped 
crusader hasn't quite hung up 
his utility belt and there are at least 
a couple more games in him yet. 

The Batman and Batman Returns 
movies generated some $700 million 
in box office takings and well over 
$1 billion in product licensing, so it's 
no surprise that Warner Brothers 
have recently announced a follow¬ 
up film called Batman Forever. 
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KILLER INSTINa 


Left: Mortal Komtjat, 
one of Rare Coin-IVs 
arcade specials. 
Below: Battletoads In 
Battlemaniacs, a Rare 
success on the SNES 



R are Ltd, of Battletoads fame, 
have signed an exclusive devel¬ 
opment agreement with Nintendo 
Of America to create the first in a 
series of video games for Project 
Reality, the 64-meg home video 
game system being developed by 
Nintendo and Silicon Graphics. 

Killer Instinct, a futuristic 3D fight¬ 
ing game, will be introduced in 
arcades later this year and for 
Project Reality in Autumn 1995. It 
will be previewed on an 'invitation 


only' basis at the Summer Consumer 
Electronics Show in Chicago in June. 

Joel Hochberg, president of Rare 
Coin-lt Toys & Games, stated: 
"Project Reality represents the most 
powerful video game technology In 
the world. We chose to align our 
company with this technology as 
well as Nintendo's worldwide mar¬ 
keting power." 

Rare's entertainment roots began 
in the coin-op industry 20 years ago. 
In 1985, when the NES was launched 


in the USA, Rare became Nintendo's 
first licensed software developer 
outside Japan. 

Rare's artists, designers and pro¬ 
grammers are located in a 300-year- 
old farm house in Twycross, 
Warwickshire. Rare Coin-lt Toys & 
Games have US offices in Florida and 
Connecticut. The Florida office 
directs business, licensing and mar¬ 
keting functions - the Connecticut 
facility houses the toy and game 
division. Rare is currently expanding 
its research and development capaci¬ 
ty with a joint venture arrangement 
in Israel. 

The arcade version of Killer 
Instinct will be distributed by WMS 
Industries, the company responsible 
for the arcade versions of Mortal 
Kombat and NBA Jam. 

Howard Lincoln, chairman of 



Nintendo of America, said: "This 
agreement is an important first step 
in implementing Nintendo's strategy 
for Project Reality, which is to work 
with the best video game develop¬ 
ers... to develop software that takes 
full advantage of Project Reality's 
capabilities. Rare have outstanding 
technical expertise as well as 
incredible creative talent." 
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STAR TREKKIN' 


B eaming down to a SNES near you soon is Star Trek: 

The Next Generation from Microprose. You will take 
pride of place on the bridge of the Federation Starship 
Enterprise for an adventure in which you must boldly go 
where no SNES player has gone before. 

You can visit hundreds of different planets, seek out 
strange new worlds to find new life and civilizations, 
defend your ship against hostile attacks, choose which 
crew members should go on away team's missions and 
make communications with other alien beings. Captain 
Jean Luc Picard is there to offer a little helpful advice as 
you attempt to orchestrate the smooth running of the 
communications, engineering, sensors, transporter and 
ships computer of the most famous spaceship in the 


entire universe. 
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“Games this playable 
should be banned" 
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" This action is as fast 
as the real thing “ 
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ACTXOIf 

" / played Gator until 
my fingers bled but 
this is in a 
different league " 


“Fans seeking the 
nearest 

approximation of the 
real thing need look 
no further" 


“What an excellent 
game to have in your 
pocket" 
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I was hopelessly wrong (as per 
normal) and Pac-Attack actually 
turned out to be radically different 
from what I had first anticipated. 
Basically it's tetris with a few 
ghosts and a pac man thrown in for 
added interest. I know that sounds 
strange but this is a real composite 
of a game, combining elements of 
the two classics. 

In normal mode, blocks fall down 
the screen and, as in Tetris, you 
must stack them as tightly as pos¬ 
sible to create the full lines which 
give you points. The difference is 
that every now and then a block 


Y ears ago I used to adore 
Pac Man when I had it on 
my Atari console, so my 
initial reaction when this 
came winging its way to us from 
Nintendo was one of nostalgic 
excitement. Having 'Pac' in the title 
I instantly made the assumption 
that it would be a more up to date 
version of the classic maze game. 
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NAMCO • £TBA 9 1-2 PLAYERS 


Right: If you 
complete the 
stages in a coupie 
of secotttls you 
get bonus points 
aplenty 



Pac Man is back! It’s not 
what you would imagine 
though. The mazes and 
dots are gone, repiaced by 
a Tetris-styie strategy game. 
Heresy? Mmm, yes probabiy! 



will fall which contains one, two or 
three ghosts. The ghosts take the 
place of blocks to stop you creating 
the full lines. 

The only way to remove these 
annoying apparitions is to intro¬ 
duce a little pac man into the 


proceedings to eat them. When 
there are several spirits on the 
screen they turn blue and a yellow 
pac man drops down to eat some 
of them, leaving space for blocks 
so you can get some more full 
lines. This means that apart from 



Stack the ghosts so that the Pac man can eat 
as many as possible in one attempt 


fitting the shapes 
together you must 
also stack the ghosts 
in such a manner 
that they are accessi¬ 
ble to the pac man 
who only chomps 
away for a couple of 
seconds. It may all 
sound mind-numb- 
ingly complicated 
but Pac-Attack really 
is simplicity itself. 

As with almost all 
the Tetris clones on 
the SNES, there are 
one and two-player options and as 
usual, the two-player versus mode 
is by far the best. One-player 
games inevitably become quite 
tedious, offering little variety or 
incentive to continue. But having 
the necessary skill to totally humili¬ 
ate your friends by giving them a 
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High speed games are practicaily impossible 
for mere mortals to keep up with 


In the puzzle game you must clear the screen 
using oniy a iimited number of ghosts 

right good pasting (preferably in 
front of numerous members of the 
opposite sex) makes it all worth 
while playing. 

Well that's enough tosh, what's 
the game actually like? Graphically 
this hardly pushes the SNES into 
new realms of visual excellence but 
there is a certain aesthetic quality 
to the backdrops and the blocks fall 
nice and smoothly. Along with this 



Don’t stack the ghosts too high. As in Tetris if 
they reach the top of the screen then it's G over 



The Pac Man chomps ghosts for oniy a coupie 
of seconds, so time it weil 
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-*-*—J In later levels in the puzzle game, solid blocks 

Battle mode is by far the most amusing section in this game. Hurrah! What Fun! are designed to hinder your progress 


















































































































The purple ghosts have got the better of the 
pac man and the right player has lost it 

there are some totally bangin' 
tunes that will have you movin' and 
a'groovin' as you spin those spec¬ 
tres and build those blocks. Well at 
least the tunes will keep you 
amused for a while until they 
become so annoying you want to 
forcibly rip the speaker out of your 
TV with a crow bar. 

Tetris games always seem to do 
very well, probably because they 
are so addictive and playable. 
Having said that, Pac-Attack most 

jT 


Try to avoid situations where you isoiate 
ghosts so that they cannot be eaten by Pac 

certainly isn't faultless. I would pre¬ 
fer to see an advanced version of 


the original Pac Man rather than 
this odd mixture. To me this seems 
to be a bit of a cop out, assuming 
that you can combine two great 
games together to make an excep¬ 
tional game. And, being a fan of the 
original along with millions of 
other gamers, I was duly disap¬ 
pointed and felt let down. 

Sadly Pac-Attack doesn't have 
quite the same je ne sais quoi as 
the original Tetris or Pac 
Man but it certainly 
provides an enjoy¬ 
able change. 


LsVq'L 




Hyper puzzle mode is pretty difficult but the others are almost too easy 


Look, here are even more of those ghosts and 
pac men in a battle situation 


"Si. 

Two classic games, 
Man and Tetris, 
^ fuse in this fairly 
bizarre strategy game. 
^ ^ You must stack Tetris- 
style blocks to create full lines and 
also indulge in a little Pac Man-style 
ghost chomping to make spaces for 
other blocks. But the emphasis is 
most definitely on Tetris which came 
as a bit of a disappointment to me. 
Even as a predominately Tetris game 
it isn’t as good as Tetris 2 Battle 
Gaiden reviewed a couple of issues 
ago. Bespite this, it certainly is worth 
a second glance for strategy fans. 


GRAPHICS 

Basic but colourful and that's 
about it really 


SONICS 

The tunes are easily the best thiny 
in this game. Pretty groovy 


LIFE SPAN 

Two-player mode goes on for a 
while but single player is pump 


GAMEPLAY 

Average, maybe even just a little 
below. Play before you pay 


OVERALL 80 % 


OK, let’s face it this isn't the most visually 
stunning game in the entire worid 


Even though the word exciting appears on the screen, believe me it isn't! 














































































SUPER NINTENDO DEALS 

ALL GENUINE UK VERSIONS 
SUPER NES MARIO ALL STARS PACK 
WITH SUPER MARIO 1, 2 AND 3 
AND LOST LEVELS 11 ^ OO 

GAMES. ONEJOYPAD. ^ 

FREE SCOPE 6 LIGHT GUN AND 6 GAMES 

NES ALADDIN PACK WITH ALADDIN AND ONE JOYPAD .114.99 

SUPER NES STARWING PACK WITH STARWING AND ONE JOYPAD ...95.99 

NEW LOWER PRICE 
SUPER NES STREETFIGHTER TURBO PACK 
^ ^ WITH STREETFIGHTER 
Os QQ TURBO AND ONE 
JOYPAD 

FOR A PIXEL PERFECT PICTURE CHOOSE A 
SCART TELEVISION 




NINTENDO SCOPE 6 
LIGHT GUN AND 
6 GAMES.39.99 

OR FREE WITH EVERY 
SUPER NES MARIO 
ALL STARS PACK 

(WHILE STOCKS LASTS) 


FREE 16-PAGE COLOUR 
CATALOGUE - JUST ASK 


1 f 


CONSOLE SALE - SUPER NES GAMES FROM 19.99 



SIM CITY SUPER MARIO KART PGA TOUR GOLF 

19.99 33.99 19.99 


SUPER BOMBERMAN MORTAL KOMBAT 

35.99 32.99 


SONYKVM1400 14” 
FST COLOUR 
TV/MONITOR WITH 
REMOTE CONTROL. 
60 CHANNEL TUNING, 
REAR SCART INPUT, 
HEADPHONE SOCKET, 
TWO POSITION TILT, 
BLACK TRINITRON 
SCREEN, LOOP AERIAL. 

FREE SCART LEAD 

(STATE AMIGA, ST. MEGADRIVE, CD32 OR SNES). 

SONY TV (GREY) .194.99 

SONY TV (WHITE) .194.99 

SONY TV WITH FASTEXT 244.99 



ROCK & ROLL RACING NHLPA '93 ICE HOCKEY 

37.99 24.99 



SUPER NES EXTRAS 


DRAGON SPEEDPAD 
(WITH AUTOFIRE) 


SURER NES GAMES • - NEW GAME 

ADDAMS FAMILY.36.99 

ADDAMS FAMILY 2 - 

PUGSLEY’S SCAVENGER HUNT...34.99 

ADVENTURES OF DR. FRANKEN 34.99 

AERO THE ACROBAT .39.99 

AGURI SUZUKI F1 RACING .29.99 

ALADDIN .41.99 

ALFRED CHICKEN .44.99 

ALIEN 3 .43.99 

ALL AMERICAN 

CHAMPIONSHIP FOOTBALL .39.99 

ASTERIX.39.99 

B.O.B.34.99 

BATMAN RETURNS .40.99 

BATTLETOADS IN 

BATTLEMANIACS .34.49 

BOXING LEGEND OF THE RING 41.49 

BUBSY BOBCAT.33.49 

BUGS BUNNY .41.99 

CAPTAIN AMERICA.39.99 

CHAMPIONSHIP POOL .44.99 

CHESSMASTER .37.49 

CHUCK ROCK .24.99 

CLAYFIGHTERS .41.99 

CLIFFHANGER.29.99 

COOL SPOT .37.99 

CYBERNATOR .39.99 

DAFFY DUCK - 

THE MARVIN MISSIONS.39.99 

DENNIS .29.99 

DESERT FIGHTER .39.99 

DESERT STRIKE .39.99 

DRACULA .29.99 

EQUINOX .39.99 

EXHAUST HEAT .29.99 

F-ZERO .29.99 

FI POLE POSITION.39.99 

FIFA SOCCER 

FIFA SOCCER •.36.99 

FLASHBACK.39.99 

GOOF TROOP .24.99 

GP1 .34.99 

HOOK .24.99 

HUDSONSOFT VIRTUAL SOCCER 40.99 

JOHN MADDEN ‘93.19.99 

JURASSIC PARK.39.99 

KEVIN KEEGAN 

PLAYER MANAGER .40.! 

KICK OFF 3 



KING ARTHUR’S WORLD .39.99 

KRUSTY’S FUN HOUSE.24.99 

LAMBORGHINI.34.99 

LEGEND OF THE MYSTICAL NINJA 38.99 

LEMMINGS.39.99 

LEMMINGS 2.39.99 

LETHAL ENFORCERS 

(WITH LIGHT GUN).64.99 

LOST VIKINGS.33.49 

MADDEN NFL’94.41.99 

MAGIC SWORD ■ .39.99 

MAJOR TITLE GOLF .43.99 

MARIO ALL STARS.39.99 

MARIO IS MISSING.39.99 

MARIO PAINT WITH MOUSE.49.99 

MARIO’S TIME MACHINE ■ .43.49 

MEGALOMANIA .43.99 

MICKEY'S MAGICAL QUEST .41.49 

MORTAL KOMBAT .32.99 

MRNUTZ .36.99 

MYSTIC QUEST .33.49 

NBA ALL STAR CHALLENGE .43.99 

NBA JAM 

NBA JAM .50.99 

NFL FOOTBALL ■.40.99 

NHL ICE HOCKEY ‘94.41.99 

NHLPA ’93 ICE HOCKEY .24.99 

NIGEL MANSELL'S 

WORLD CHAMPIONSHIP .33.49 

PEBBLE BEACH GOLF .41.49 

PGA TOUR GOLF.19.99 

PILOT WINGS .33.99 

PINBALL DREAMS .36.99 

PLOK .33.99 

PLOK-.33.49 

POP N’TWINBEE .40.99 

POP 'N‘ TWINBEE - 

RAINBOW BELL ADVENTURE • ...38.99 

POPULOUS 2 .44.99 

PRINCE OF PERSIA .39.99 

PUSHOVER .29.99 

R-TYPE 3 .47.99 

RANMA 1/2.44.99 

RENANDSTIMPY .43.99 

ROAD RUNNER (LOONEY TUNES) 36.99 

ROCK AND ROLL RACING .37.99 

RYAN GIGGS SOCCER .44.99 

SENSIBLE SOCCER .39.99 

SHADOWRUN .46.99 

SIM CITY.19.99 


SKYBLAZER.36.99 

SOCCER KID.37.99 

SPACE ACE .44.99 

SPEEDY GONZALES .41.99 

STARWING .19.99 

STREETFIGHTER 2.39.99 

STREETFIGHTER TURBO.49.99 

SUNSET RIDERS.42.49 

SUPER AIR DIVER .49.99 

SUPER BOMBERMAN 

(FOUR PLAYER GAME).35.99 

SUPER CASTLEVANIA 4 .37.49 

SUPER EMPIRE STRIKES BACK...50.99 

SUPER JAMES POND ■ .35.99 

SUPER KICK OFF .37.99 

SUPER MARIO KART.33.99 

SUPER MARIO WORLD.36.99 

SUPER NBA BASKETBALL .41.49 

SUPER PARODIOUS .32.99 

SUPER PROBOTECTOR .37.49 

SUPER SMASH TV .29.99 

SUPER STAR WARS .40.99 

SUPER STRIKE EAGLE.42.49 

SUPER TENNIS.32.99 

SUPER WWF WRESTLEMANIA ...29.99 

TAZMANIA.39.99 

TEENAGE MUTANT HERO TURTLES - 

TOURNAMENT FIGHTERS .49.99 

TERMINATOR 2 ARCADE GAME...43.99 

THOMAS THE TANK ENGINE .39.99 

TINY TOON ADVENTURES - 

BUSTER BUSTS LOOSE .40.99 

TOP GEAR 2.41.99 

TOTAL CARNAGE .39.99 

TROLLS- .32.99 

ULTRAMAN .19.99 

UTOPIA-.36.99 

WING COMMANDER 

SECRET MISSIONS.44.99 

WINTER OLYMPICS .44.99 

WOLFENSTEIN 3D .44.99 

WORLD CLASS RUGBY .39.99 

WORLD CUP STRIKER .51.99 

WORLD CUP USA‘94 42.99 

WORLD LEAGUE BASKETBALL... 19.99 

WWF ROYAL RUMBLE .53.99 

YOSHI’S SAFARI (SCOPE 6 GAME) ...34.49 

YOUNG MERLIN .47.99 

ZELDA 3 - LINK TO THE PAST.33.99 

ZOMBIES .40.99 

ZOOL .36.99 




FREEWHEEL 
STEERING 
WHEEL 

PLUGS INTO JOYPAD PORT. 

SUITS MOST DRIVING GAMES. 

24.99 

LOGIC 3 
LOGIPAD SN 
FULLY MICROSWITCHED 
JOYPAD. WITH AUTO FIRE. 
13.99 

NINTENDO 
CONTROL PAD 
15.99 
PHASE 9 

OBLITERATOR WITH 
AUTOFIRE (2 SPEED) & 
SLOW MOTION 
13.99 


^ jT- 





QUICKJOY SN PROGRAM PAD 
PROGRAMMABLE JOYPAD 
HOLDS UP TO THREE PRESET 
MOVES IN MEMORY. IDEAL 
FOR SPECIAL MOVES USING 
MORE THAN ONE BUTTON 
29.99 




QUICKJOY SN 
PROGRAMMABLE 
JOYSTICKWITH AUTOFIRE 
AND SLOW MOTION. 

35.99 


PHASE 9 
■ PHANTOM 2 
JOYPAD. CLEAR DESIGN, 
LARGER SIZE PAD WITH 
AUTOFIRE AND SLOW MOTION 





13.99 i 
LOGIC 3 

PHANTOM SN WITH 
AUTOFIRE AND SLOW 
MOTION (MICROSWITCHED) 
16.99 


QUICKJOY SN PROPAD WITH 
SLOW MOTION AND 2 SPEED 
AUTOFIRE 
^ 12-99 


GAMEBOY WITH BATTERIES...39.99 

GAMEBOY WITH TETRIS AND BATTERIES 
+ SUPER MARIO LAND GAME.57.99 

GAMEBOY PINBALL DREAMS PACK 
WITH PINBALL DREAMS GAME AND 
BATTERIES .57.99 




GAMEBOY GAMES 


ADDAMS FAMILY 2 • 

PUGSLEY’S SCAVENGER HUNT 23.49 

ADVENTURE ISLAND 2.19.99 

■ ALFRED CHICKEN .23.99 

ASTERIX .19.99 

BART AND THE BEANSTALK .23.99 

, BART VS JUGGERNAUTS .14.99 

' BATMAN - 

THE ANIMATED SERIES .21.99 

, BATTLE OF OLYMPUS .19.99 

! BATTLESHIP .19.99 

BATTLETOADS .14.99 

BATTLETOADS IN 

RAGNAROK’S WORLD.19.99 

BIONIC COMMANDO .19.99 

BLUES BROTHER’S JUKEBOX . ..19.99 

CASTLE QUEST .20.99 

CASTLEVANIA.14.99 

CASTLEVANIA 2.16.99 

CLIFFHANGER.20.99 

DAFFY DUCK - 

THE MARVIN MISSIONS .22.99 

DARKWING DUCK .24.99 

DR. FRANKEN 2 .22.99 

DR. MARIO .19.99 

DRACULA.16.99 

DROPZONE .16.99 

DUCK TALES .18.99 

EMPIRE STRIKES BACK .21.49 

FI POLE POSITION.19.99 

F15 STRIKE EAGLE .24.99 

FELIX THE CAT .16.99 

FIRE FIGHTER.19.99 

FLINTSTONES.18.99 

FORMULA 1 RACE 

(WITH 4 PLAYER ADAPTOR) .25.49 

FRANKY, JOE AND DIRK ON 


THE TILES.20.99 

GARFIELD.19.99 

GAUNTLET 2 .24.99 

GEAR WORKS.19.99 

GOAL .21.99 

GOLF .18.49 

HUMANS .21.99 

INDIANA JONES AND 

THE LAST CRUSADE.18.99 

JUNGLE BOOK - .23.99 

JURASSIC PARK.24.99 

KID DRACULA.19.99 

KIRBY’S DREAMLAND .20.49 

KIRBY S PINBALL .18.49 

KONAMI GOLF.22.99 

KRUSTYS FUN HOUSE.19.99 

LAMBORGHINI.21.99 

LEMMINGS .20.99 

LOONEY TUNES.21.99 

MARBLE MADNESS .16.99 

MARIO AND YOSHI.20.49 

MEGA MAN 2 .20.49 

MERCENARY FORCE.21.99 

METROID2 .12.99 

MONSTER MAX .19.99 

MORTAL KOMBAT.24.99 

MYSTIC QUEST .25.49 

NFL QUARTERBACK CLUB.23.99 

NIGEL MANSELL'S WORLD 

CHAMPIONSHIP .21.99 

NINTENDO WORLD CUP .20.49 

OTHELLO .11.99 

PANG .19.99 

PINBALL DREAMS.19.99 

POPULOUS .22.99 

POWER PAWS.23.99 

PREHISTORIC MAN .19.99 

PRINCE OF PERSIA .19.99 

R-TYPE .24.99 


RENANDSTIMPY .22.99 

ROAD RASH.21.99 

ROBIN HOOD .19.99 

SENSIBLE SOCCER .20.99 

SPEEDY GONZALES .26.99 

SPIDERMAN 2 .19.99 

STAR TREK .16.99 

STAR WARS.22.49 

SUPER MARIO LAND.19.99 

SUPER MARIO LAND 2.25.49 

SUPER MARIO 3 

SUPER MARIO LAND 3 - 

WARIO LAND -.21.99 

SUPER RC PRO-AM .21.99 

TALESPIN.19.99 

TEENAGE MUTANT HERO 

TURTLES - RADICAL RESCUE ...19.99 

TERMINATOR 2 .15.99 

TESSERAE .17.99 

TINY TOON ADVENTURES .21.49 

TINY TOON ADVENTURES - 
MONTANA’S MOVIE MADNESS ...21.99 

TITUS THE FOX .19.99 

TOP RANKING TENNIS.19.99 

TRACK AND FIELD.19.99 

TROLLS.23.99 

TURTLES 2 .16.99 

VIKING CHILD .16.99 

WORLD CUP STRIKER .22.99 

WORLD CUP USA’94 .24.99 

YOSHI’S COOKIE .18.49 

ZELDA - LINK’S AWAKENING.22.49 

ZEN - INTERGALACTIC NINJA ...19.99 

ZOOL .21.99 

CALL FOR A FREE 16-PAGE 
COLOUR CATALOGUE 


S 


QS197 PYTHON 2B JOYSTICK 
FOR SUPER NES 
10.99 

QS190 
MAVERICK 
2B JOYSTICK . 

FOR SUPER ; 

NES 

^ 9.99 


PHASE 9 

MULTI PLAYER ADAPTOR 
^ FOR SUPER NES FOR SUPER 
BOMBERMAN AND OTHER 
4*— FOUR PLAYER GAMES 
21.99 

GAME GENIE (GAMES ENHANCER, ALLOWS CHEAT 
CODES TO BE ENTERED FOR INFINITE LIVES, 

CREDITS ETC. BOOK OF CODES INCLUDED) .37.99 

LEADS 

SCART LEAD - SUPER NES TO TV WITH SCART INPUT 9.99 

MONITOR LEAD - SUPER NES TO 

PHILIPS CM8833 MK2 OR CBM 1084S MONITOR ...12.99 

HI-FI AUDIO LEAD - SNES TO STEREO (1.5 METRES. 

SNES CONNECTION TO 2 x PHONO PLUGS .9.99 , 

NINTENDO STEREO AUDIO/VISUAL LEAD 
FOR SUPER NES (INCLUDES SCART/EURO 
CONNECTOR AND RED/YELLOWAVHITE PHONO | 

STEREO & VIDEO LEAD) .15.99 ! 

STORAGE 

PROTECTOR CASES FOR CARTS (PACK OF 4). 
PROTECTS CARTRIDGES FROM MOISTURE 

AND DUST (CLEAR PLASTIC).6.99 ’ 

DUST COVER FOR SUPER NES (CLEAR PVC) .4.99 

LOGIC 3 MULTI CASE CARRY BAG WITH 
COMPARTMENTS FOR LEADS, JOYPADS 
AND GAMES .12.99 


IGAMEBOY EXTRAS 

‘ PROTECTOR CASES FOR CARTS 
(PACK OF 4). PROTECTS CARTRIDGES 

FROM MOISTURE AND DUST.6. 

CAR ADAPTOR FOR GAMEBOY (PLUGS 
INTO CIGAR LIGHTER FOR POWER) ...6.99 
LOGIC 3 MAINS ADAPTOR 

FOR GAMEBOY .7.99 

GAMELIGHT FOR GAMEBOY 

(FOR USE IN THE DARK) .7.99 



SAITEK BOOSTER BOY 
HOUSES GAMEBOY, 
TURNING IT 
INTO A TABLETOP 
MACHINE WITH 
SCREEN LIGHT AND 
MAGNIFIER. 

MINI JOYSTICK. 
SOUND AMPLIFIER 
AND SPACE FOR STORAGE. 

REQUIRES GAMEBOY MAINS 
ADAPTOR OR BATTERIES.22.99 



GOLDSTAR CI14A80 14” TV 

COLOUR TV/MONITOR WITH 
REMOTE CONTROL AND SCART INPUT. 
ON SCREEN Display 

SLEEP TIMER ON TIMER .169.99 

FREE SCART LEAD 

(STATE AMIGA, ST. MEGAOBtYE, Cti3i QR BNtSj 


HANDY BOY FOR 
GAMEBOY. 
MAGNIFIES AND 
LIGHTS SCREEN, 
AMPLIFIES SOUND 
AND ACTS AS A 
MINI JOYSTICK 
21.99 

KONIX G.B. 
HOLSTER FOR GAMEBOY 
(ATTACHES TO BELT) 


LOGIC 3 GAMEBOY 
DELUXE 
PROTECTOR 
CARRY 



GAME GENIE FOR 
GAMEBOY (not shown) ...24.99 



JOIN now from just £4,00 

lf4D Special Reserve Magazine 

’ 48 Page colour club magazine sent bi-monthly to members 
only. The latest Reviews, Charts & Release Schedule 

(ffOOSf from our Huge Selection 

Disks, CD's, Cartridges, Utilities, Education, Home Office, 
New Technology and Hardware. 16 Page colour catalogue. 

mat Best Possible Prices 

] Just one purchase from Special Reserve will normally 
) save you the cost of joining. Top discounts on all products. 

SAVE with our Special Deals 

Always hundreds of Special Reserve Offers. Top games at 
prices you won't believe and hardware at amazing reductions. 

SAVE MORE with our XS Coupons 

Money-off coupons worth over £180 a year off top games. 
You'll find them on the back page of each club magazine. 

AND ENTER our FREE competitions 

Six reasons why over 200,000 people have ioined 
Special Reserve, the biggest games club In the World! 
••••••••••••••••••••••••••••••••••••••••••••< 

We only supply members but you can order as you join 

Just send in the form below or phone. There's no obligation to buy. 

0279 600204 

OPEN to 8pm DAILY or by Fax on: 0279 726842 
FREE 16-PA6E COLOUR CATALOGUE - JUST ASK 


CL UB SHOPS 

OPEN 10am TIL 8pm SEVEN DAYS A WEEKI 

CHELMSFORD - 43 Broomfield Rd 
just around the corner from the bus station 
SAWBRIDGEWORTH - The Maitings 
200 yards from the train station 

AMIGA CD32 CD BASED CONSOLE 
ALSO PLAYS AUDIO CD’s VIA STEREO OUTPUT 
AND VIDEO CD's VIA OPTIONAL FMV ADAPTOR. 
SPECTACULAR VOYAGE PACK 
WITH MICROCOSM AND CHAOS ENGINE 
PLUS ADDITONAL WING COMMANDER, OSCAR, 
DIGGERS AND DANGEROUS STREETS GAMES 
(WHILE STOCKS LAST) .229.99 

ATARI JAGUAR 64-BIT CONSOLE 

WITH JOYPAD AND CYBERMORPH GAME 
FIRST SUPPLIES EXPECTED IN JUNE 
FIRST COME FIRST SERVED 
GENUINE UK VERSION.229.99 



MEMBERSHIP FEES 6 MONTHS 
MEMBERSHIP 

(/XAI£/lfE»S 4.00 

OVERSEAS EC MEMBERS 6.00 

OVERSEAS WORLD MEMBERS 7.00 


ONE YEAR TWO YEARS « 
MEMBERSHIP FREE HARD BINDER 

7.00 74.00 

9.00 18.00 

11.00 22.00 


WE ONLY SUPPLY MEMBERS BUT YOU CAN ORDER AS YOU JOIN. S 
All prices include VAT and carriage to UK mainland. See base of order form for S 
overseas surcharges. We supply hardware orders to UK mainland addresses only. S 
(PLEASE PRINT IN BLOCK CAPITALS) HAND 


Name_ 


Phonfi Machine 

Enter membership number (if applicable) or 

NEW MEMBERSHIP FEE (ANNUAL UK 7.00) 


item 


item 


item 


litem 



ALL PRICES INCLUDE UK POSTAGE & VAT 


Cheque/P.O./Access/Mastercard/SwitchA/isa (Switch Issue No_ 
Card expiry date_Signature_ 


Cheques payable to: SPECIAL RESERVE 
P.O. BOX 847, HARLOW, CM21 9PH 

Overseas Orders Surcharge (BC or World) 

Software orders please add £2.00 per item. Non-software items 
please add 25%. Hardware Items supplied to UK mainland only. 

Overseas orders must be paid by credit card. J 

Order/ConrirmatiorVReceipt sent for every order 
We only supply official UK products. Official suppliers of all leading brands. 

We sell oames and peripherals all at amazing prices for Megadrive, 
Mega CD, Master System, Game Gear, Super NES, Gameboy, NES, 
Lynx, Amiga, Atari ST, PC, CD ROM, CDi, CD32 and Apple Mac. 
inevitably some ^mes listed may not yet be available. 

Please phone sales on 0279 600204 to check availability before ordering. 

We reserve the nght to change prices and offers without prior notification 
PRICES CORRECT AT TIME OF GOING TO PRESS. 29.4.94 E .4 O.E. 
Inter-Mediates Ltd, 2 South Block. The Maitings, Sawbridgeworth. Herts. CM21 9PG 



















































































































































































































































































































































REVIEW HlfomcMi 


Left: 

Charles has 
possession 
and fully 
intends to 
slam it 
home. Don’t 
fake the 
funk on a 
nasty dunk 
Chaz! 


ACCOLADE • £TBA • 2 PLAYERS 


Yes indeedy, Sir Charles 
Barkley has left the shiny 
wooden floors of the NBA 
and gone back to the 
streets of hard knocks. This is 
gangsta basketball at its best. JAY 







Above: Smoothy dribbles up to the basket and 
plans on slammin’ one home 


Above: Meet the gang ’cos the boys are here! 
These large-chested chaps are your players 


Above: Sweet Pea ponders with the ball as Sir Chaz anxiously waits for the pass 


B efore I start, I'd just like to 
point out that this isn't 
NBA Jam, nor does it pre¬ 
tend to be. So if you're 
going to write in saying "It ain't as 
good as NBA Jam", don't bother. 


Above: Big Sir Charles Barkley. ‘Duly wimps 
play with refs’ is his catchphrase 


As I've said. Shut Up & Jam isn't 
your average NBA-style game of 
basketball - this is streetball! If 
you've seen the movie White Men 
Can't Jump, then you'll have some 
idea what this game is all about. 

The main game is two on two 
basketball: no rules, no referees, no 
pain, no gain. With the absence of 
referees and the like, SU&J! 
becomes more of a free for all. You 
can slam your opponents 
clean out of the way 
with a twist of your 
elbows and you 
won't even get 
penalised for it! 

All the action 
takes place on 
several different 


street courts dotted around the 
United States. You select your 
court, choose who your opponents 
will be and play ball - it's that easy! 

Don't be expecting a stadium full 
of cheering fans or a nice shiny 
wooden court because you 
will be disappointed. This 
is just you and a few 
friends on a graffiti-cov¬ 
ered asphalt court hav¬ 
ing a boo-ya bomblast of 
a time. 


You can pick your players in true 
schoolyard style. Everyone avail¬ 
able is lined up against the wall, all 
edging to be selected for your 
team. The harsh reality is, the big 
and mean looking ones get picked 
and the smaller slender chaps 
remain on the side line. If you make 
it through the street courts of 
America, then you'll be challenged 
by Sir Charles' very own Super 
Team to play in the arena - com¬ 
plete with screaming fans. 


SARGE: He should be a 
bodybuilder rather than a 
basketball player. Butch 


CHILL Y: With his fly bandana, 
he rules the court. Smashing 
backboards ain’t a problem 


SMBBTHY: Not to be mistaken 
for Stevie Wonder, this 
awesome guy plays hard 


DANE: This smiiing dunkster 
hides a wicked array of 
moves behind his big grin 


SIR CHARLES: He’s the leader 
of the pack, due to the fact 
that he’s the only NBA player 


FL Y BY: Dne of the meaner 
dudes on the court. Don’t get 
in his way or you’il pay! 




14 SUPER ACTION 















































































































































won’t take long to convince you 
you’ve got hold of a scorcher. 

In the words of Barkley himself: 
“This Isn’t a game of polished wood 
and shiny paint, it’s a game of fast 
streethall. ’’ And I certainly agree with 
him. This isn’t one for the weak heart¬ 
ed gamesplayer - this is rough stuff. 


GRAPHICS 


Large playing sprites and erm. 
interesting backdrops 


SONICS 


REVIEW 


Left: Spike the blonde-hairetl rim 
shaker ieaves Sweet Pea practising 
his CyberCoi dance routines 

and more importantly... 
impress the chicks! 

The animation of the 
players is spectacular, 
incredibly swift and fluid 
throughout each and every 
signature move. Flying 
slams, hanging jams, 360 
slams, hook shots, rim 
hangs, 720 backboard-break¬ 
ing boomshakalakers - ail 
the special moves are in here boy! 
(apart from the last one, I made 
that up). 

So, after all that, is Shut Up & 
Jam! a worthy basketball competi¬ 
tor? Well it's not the worst sim I've 
seen, nor is it the best. NBA Jam 
obviously remains top of the SNES 
basketball heap, but SU&J! comes 
across as more of a fun game 


rather than a serious one. With all 
the other basketball games cur¬ 
rently on the market. Shut Up & 
Jam! offers the punter a little 
excitement, a little bit of rough, so 
to speak. 

All the usual NBA rules and regu¬ 
lations have been thrown 
right out the window 
on this one and all 
that's left is a playable 
and very enjoyable 
sim. The sprites are 
the biggest I've seen 
yet in a sports simula¬ 
tion and the whole 
thing moves very very 
quickly. 

Admittedly, NBA 
Jam is a very hard cart 


to beat and, to be honest. Shut Up 
& Jam! really doesn't have the 
same level of addictiveness. Saying 
that though, it is playable and 
should definitely be considered as 
a second purchase. After all, NBA 
Jam is a completely different style 
of game altogether. 




From his humble beginnings in Leeds, Aiabama, Barkley quickly 
became one of the hottest players in the NBA. He started out 
with the Phiiadelphia 76ers and then was traded to the Phoenix 
Suns (for whom he stiii piays). He’s also been an integral part of 
the NBA Dream Team at the ’92 Olympics, and it was his perfor¬ 
mance in Barcelona that made him the international super star 
he is today. 

Since his new found fame and fortune, Barkley has been given 
the nickname ‘Sir Charles’, simply because of his presence and 
general attitude on court. Now Barkley has all the extras and 
treats of being an NBA all star - numerous advertising deals, his 
own basketball shoe, comic books, his own video game, he’s 
even been featured in an NWA tune too. So if you want to be as 
famous and successful as Sir Charles, remember: only wimps 
play with refs! 


^ Jam, jam, here comes 

M the man! Big Charlie 

" boy finally gets his 

..,7 own haskethall cart 

and it’s about time 
too. Large sprites, nice spot sound 
samples, fast gameplay and plenty of 
unbelievable special moves all rolled 
into one awesome game! 

NBA Jam addicts may be disap¬ 
pointed at the outcome, but if you do 


The ‘nice slam!' and the fits of 
laughter samples work well 


LIFE SPAN 

Single player mode gets boring, 
but the one on one lasts ages 


GAMEPLAY 

Once you've worked out all your 
moves and dunks it's cool 


^VERALL 


Mjoye: Smoothy bangs one home once again. 
But, as you can see, it’s stiii 23 aii 


Aboye: Eyen more streetwise bustiers for you 
to choose from. So big, so scary 


The game can get monotonous in 
places but then again, can you 
name me any SNES game that 
doesn't after a bit? The continuing 
battle of the backboards can keep 
you amused for quite some time, 
as you shimmy past long-haired 
fops and produce awesome spin¬ 
ning somersault-style slam dunks. 
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With all the emphasis on 
proper footle of late, 
here’s a rather pleasant 
breather from that World 
Cup fever we keep hearing about. 
The Yanks take to the pitch. ANDY 





MALIBU • £TBA 9 1-2 PLAYERS 




Below: The ball is in play. Green Bay do their 
best to stop New York in their tracks 


Above: This is more like it, stats everywhere. A 
fast and furious fight is on 


AIX - AMERICAS 
CHAMPlOKCSmP 
FOOTBALL 


Above: The offense tries the throwing game to gain yards. Button X, A or B, the choice is yours 


A s American as fast food 
and Beavis and Butt- 
Head, the Yank's national 
sport has always strug¬ 
gled to succesfully convert onto the 
consoles. The only notable excep¬ 
tion has been Madden NFL '94 
which until now has been unchal¬ 
lenged. All-American Championship 
Football will leave them all behind. 

As most people either love or 
hate American Football it seems 


pointless trying to preach the 
game's merits to those who simply 
can't grasp what it's all about. But 
before you're excused, I should 
mention that each and every offen¬ 
sive and defensive move comes 
complete with a moving formation 
so know exactly where to go. This 
gives even the most baffled begin¬ 
ner an idea what's expected. 

Other football sims have failed to 
incorporate simple explanations of 


Above: The play is about to begin. Press the Y 
button to choose your player 

the diagrams on screen. Why? 
Maybe we'll never know. The flash¬ 
ing arrows here tell you exactly 
where your players should run on 
the given play. It's all very user 
friendly indeed. 

Now everyone can finally grasp 
how all those blitzes and passes 
are actually pulled off. I, for one, 
always used to randomly select 
plays without really knowing how 
they worked. Obviously there were 



Above: The coin toss decides who receives the 
ball first. The computer wins the advantage 



Above: The attacking piays ail vary in 
strength. The running game works best here 


one or two I knew but the slightest 
variation in the play left me com¬ 
pletely stumped. 

But now the days of confusion 
are over and we can all breathe a 
sigh of relief and enjoy one of the 
finest American sports to come our 
way. Finally. 

Where AACF pulls clear of the 
pack is in the speed of the players. 
Unlike most other American 
Football games, the emphasis 
seems to be on the player rather 
than the overall look of things. 

The players all look rather dull to 
be honest, unlike the showbiz 


Below: The play is compieted. Bodies 
everywhere and no yards gained 
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ALL-AMER ICAN 
CHAMPIONSBOP 
FOOTBALL 




Above: The scoreboard showing the animation of a touchdown. Note the chimp running forwards 


dazzle of the real thing, but a few 
plays of this and you'll definitely be 
hooked. Like many other fans of 
the sport in this country. I'd been 
massively disappointed with the 
sims previously released. 

As with all the greatest sports 
games it's far more competitive 
with the two-player option. This is 
no exception to the rule. After pick¬ 
ing one of the NFL teams, you have 
the option to play a friendly or a 
full season, as well as deciding how 
long each quarter should last. 

It's worth noting that the options, 
league and stats tables are all kept 
to a minimum and once again this 
is kindly done to prevent confusion 
for the player. 

Another thing to praise 
is the size of the playing 
area. It's a fair sized 
view as if you were up 
in the stands some¬ 
where looking over the 
field. This makes your 
job a lot easier as you 
can see exactly what's 
ahead of you. 

The only slight niggles 
I had were in the pass¬ 
ing game. More often 
than not I simply 
couldn't catch the ball. It 
seemed to be a case of 
'you win some, you lose 
some', end of story, and 


CSJJ'LE 


this is a little too random for my 
liking I'm afraid. 

One thing which 
supplied me with 
endless hours of 
cheap monkey 
jokes at the 
expense of Jay 
was the silhouette 
of a player on the 
score board after 
a touchdown. It 
looks so primate 
it's not true. 

If you haven't 
enjoyed the sport 
too much before 


because of all the stops and 
starts, there are none 
of the tedious breaks 
that occur in the real 
sport, so you have the 
maximum playing time 
uninterrupted. 

At last we have an 
American footie game 
that anybody and 
everybody can play 
with at least a little 
understanding of 
America's largest and 
most popular national 
sport. Enjoy! 


ALL-AMERI CAS : 
CHAMPIOSSmP 
FOOTBALL 



Above: A rather poor effort all round methinks. It must 
be a tight defensive game 




Above: The arrows here will flash and move to 
show you exactly where you should be going 


A.1X-A9IERICAJV 

CHANriONSHIP 

FOOTBAU. 




It’s about time we 
were treated to a 
basic and playable 
American football sim. 
To date tbe games 
have been lacking in either pace or 
gameplay. All American Championship 
Footbaii has both of these and there¬ 
fore takes the crown for the moment. 
Even the mighty Madden ’94 can’t 
quite draw ievei. 

The graphics, though not the most 
colourfui, are adequate. But where 
this sporting frenzy takes the titie is 
in its targe viewing area and pacey 
runners. Even the computer is tough 
to defeat after pfaying for a white. 

Put simpty, it’s chailenging, furiously 
paced and most importantly, easy to 
play and follow what’s going on. 


GRAPHICS (85)^ 

A little bland. A bit more colour ^ 

and it would have been classic 1 


7oy/ 


SON ICS ; 

Worst feature. Tbe refs sound 
uninterested to be frank 


LIFE SPAN ' (90)7 

Eons. More gameplay and options ^ 

and varying opposition every game 

GAMEPLAY ;//9^/ 

Simply tbe finest American footie X^ ^ 
sim, made simple for novices 


^VERALL 



Above: The punt return is being run back upheld. The opposition prevent a gain 
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In this radically new game, 
three robotic ninjas are 
sent to destroy a 
tyrannical leader who 
threatens the stability of the 

NEIL 

W hen I first picked up 
this cart it looked mint. 
Huge sprites, detailed 
backdrops and what 
appeared to be more furious fight¬ 
ing action than you could fit into 
several SF II clones. 

My initial excitement was soon 
tempered with disillusionment 
though when the obligatory cacky 
storyline began to scroll up the 


entire planet(!?). 


w 





Above: Watch out for the red laser-targeting 
light as this will indicate where the huge blast 
will occur. Make sure you’re not under it 
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screen. Why is it that these type of 
games always have a group of 
renegade androids (naturally pro¬ 
grammed with the ancient skills of 
Ninja warriors) sent into a hostile 
battle zone to destroy a world- 
dominating tyrant? 

When will they learn that no one 
gives a toss! Why not forget all this 
clap trap and just give us a game 
with excellent graphics, out-of-this- 
world gameplay and a storyline 
along the lines of 'here are three 
androids all built like brick latrines 
and ail as hard as nails'. I'd be such 
a happy man. 

Anyway, my dwindling hopes 
were slightly raised once more 
when the game began. OK it was a 
sideways scrolling beat 'em-up, 
and yes OK we've had enough 
games like this to last us several 
lifetimes but this seemed a fine 
example of its genre. The big 


Left: The beret-wearing boss 
may look like a complete 
big girl’s blouse but he is in 
fact extremely hard and he 
has more than one or two 
tricks up his sleeves to give 
you a proper kicking. 

sprites were... well 
big and the backdrops 
were every bit as 
pleasant as I had first 
anticipated. 

The other thing I 
particularly liked was 
that it started out fair¬ 
ly simple so I really 
felt like I was getting 
somewhere. Each of the three 
androids has 10 different moves, 
ranging from simple punches and 
kicks to Ninja blast moves. All have 
different fighting styles and these 
will be more or less useful in differ¬ 
ent situations. 

Inevitably there are end-of-level 
bosses to defeat and I thought I 
was doing fairly well having easily 
whupped the first boss on my first 
go. The second stage was a little 
samey, but I assumed that this was 
maybe a sub level. 

Anyway, still with my first player 
I defeated the second boss without 
too much trouble. Picking up items 
along the way, such as motorbikes, 
marble benches and computers, 
often reveal energy pods which 
restore your power and also act as 
hefty projectiles which take out a 
couple of foes at a time. Very 
useful, thanks! 
























































































Left: Despite the fact that the 
enemies are heavily armed 
and well hard, one swipe of 
those claws and they cry like 


Within that yellow box may be a power-up to restore energy 


Above: iVs the Terminator ^s. 
the Commando and in this 
version of the confrontation, 

Arnie the android comes out on 
top every time 

Level three was a little more 
complicated but I was still on my 
first life which I have to say was 
becoming a little troubling. Level 
three proved too much but the con¬ 
tinue gave me the chance to return 
to the level on which I had died and 
also to change character if I want¬ 
ed. By picking a new android I 
sailed through the third level, and 
so it went on. 

How many games have you 
played where you have literally 
cried because you have run out of 
irantinues and would have sold 
your soul for just one more? But it 
soon became apparent that the 
infinite number of continues in this 
game was far from a good thing. 

This is the point at which my 
early hopes for the game were well 
and truly smashed. Within what 
can't have been more than three 
quarters of an hour I was standing 
in front of the final boss ready to 
save the world from imminent 
destruction. Every time you die it is 
Just a case of pressing a button and 
you are back in the action fully 
tooled up. 

Unless you're one of those peo¬ 
ple who likes to complete games 


just to say you've done them then 
you'll agree with me when I say 
that we should get a hell of a lot 
more for our fifty quid than this. 
Few games are worth the stupid 
prices we are charged but as far as 
longevity is concerned this was 
cowering under a stone some¬ 
where near the bottom of the 
lifespan ladder. 

This was a truly disappointing 
experience, primarily because of 
the ridiculous ease with which it 
was completed but also on the lack 
of variety between the levels. I 
wasn't a huge fan of this type of 
game before I played Ninja 
Warriors and this has done nothing 
to improve the feeling. Avoid any 
undue disappointment by steering 
clear of this game. 


REVIEW 


OFFICIAL 


At first I was 
impressed with the 
detaiied graphics and 
heavy duty punch-up 
action, hut this game 
is simpiy too easy to be any good. 
‘Basic’ is probabiy a better way to 
describe it. If you have completed any 
scrolling beat ’em-ups before, then I 
am in no doubt you could complete 
this one. I would go further and say 
that even if you didn’t know what a 
SNES was, you could still easily get a 
decent distance into this game before 
you gave up it up as repetitive non¬ 
sense. Avoid! 




oT/ilTO .»•« 


GRAPHICS 


Big sprites with decent backdrops 
make it look appealing 


SONICS 


Nice use of bone-crunching yelps 
and limb-hacking swipes 


LIFE SPAN 


GAMEPLAY 


Not good, not good at ail. Far too 
repetitive to be anything else 


OVERALL 42°/( 
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REVIEW im owe;, 


Above: By 
blasting these 
small outposts 
you can cut off 
the engine’s 
influence in that 
area. Right: 
Baron Fortesque 
has been fused 
to the machine 


These guys can take a beating before they fail 


MICROPROSE9 £TBA • 1-2 PLAYERS 

Baron Fortesque has 
messed up royal-style and 
left you with the weighty 
task of blowing up a steam 
driven, reality-distorting engine. It 
never rains but It pours, eh?! NEIL 



Look for the welcome exits out of the levels 



In the grounds of Fortesque mansions 
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E ngland 1887, and a strange 
creature previously 

unknown to man was dis¬ 
covered in a rock quarry in 
Berkshire. Similarly strange events 
were occurring all over the world. 
Hideously mutated creatures were 
wandering everywhere, the popula¬ 
tion of Bavaria have turned into 
wolverines and eaten each other, 
and the Statue of Liberty has flat¬ 
tened most of New York. 

These are hardly your everyday 
run of the mill occurrences, so it's 
almost inevitable that there is 
some crazed psychopath with a 


world domination plan behind it ail. 
Well surprise, surprise, the eccen¬ 
tric millionaire/inventor/genius 
Baron Fortesque had been experi¬ 
menting with a massive, steam-dri¬ 
ven engine that could transmute 
matter from one form to another. 
The Chaos Engine was born and 
spread its destructive influence 
over the entire globe, altering the 
very fabric of space and time. 

Without warning, the machine 
turned on its creators and impris¬ 
oned Fortesque, transforming him 
into a huge beast and making its 
chaotic rule even more intense. 


Fortunately one of the Baron's 
designers managed to escape and 
reveal the machine's location to 
what was left of the civilised world. 

With the majority of the world's 
arsenal in total disarray, the ser¬ 
vices of six mercenaries were called 
upon to destroy the Chaos Engine 
and end its reign of terror. These 
hard-boiled warriors - the Thug, 
the Scientist, the Mercenary, the 
Gentleman, the Navvie and the 
Brigand - are armed to the teeth 
and capable of wielding 25 
weapons plus a host of other 
destructive devices. Each character 
is in it purely for the money, so col¬ 
lecting cash along the way is 
essential, especially if you want to 
tank up on all the weaponry and 
armaments available to you. 

A little reconnaissance mission 
showed that two of these soldiers 
could infiltrate the Fortesque estate 
unnoticed and make for the heart 
of the Engine. Not wanting to 
worry you too greatly, the fate of 
the entire planet lies on these sol¬ 
diers' shoulders, so choose your 
team well! 

Each of the six has different traits 
which make them more or less 
effective in battle situations. A sim¬ 
ilarly important factor is that the 
soldiers attack in pairs so it is pru¬ 
dent to choose a second character 
who will complement the charac¬ 
teristics of the first player. In a bit 













































































' official ^ review 


Left: Activate the nodes to open up 
access to other rooms. Above: Collect all 
the keys and the bridges will magically 
appear before your eyes. Right: Our two 
heroes have just reached the welcome 
end of the sewer level 


[ 




90^— starts out as a 
' 1 ^ breathless, beastie- 

■ 110^ blasting bash actually 

turns out to be just 
that, throughout the 
entire game. The horrendous hordes 
of mutant creatures come at you thick 
and fast and you’ll get through the 
lives like they’re going out of fashion 
as you try to explore new lands and 
the maze-like Fortesque mansion. 

This isn’t a bad thing and certainly 
adds to the game’s longevity but it 
may become a little irksome after a 
couple of hours. Mind you, most 
games can, can’t they? 


GRAPHICS 

Nn! vf;ry cnlniirfiil hut Ihi; '.pritirs 
'.till i|iiitn 


LIFE SPAN 

uriMi'f i|fiinq tii 
ynii ;i tifctimf.* tn 




GAMEPLAY 


It ', twirdly unythinf) nv.w hut if'; ;i 
qrind '.crnlluuj shnrity 




OVERALL 


SON ICS 

Thu tiiiiu'. urq qonil uiut thu '.pfM.M:h 
’.amplus ;irf.‘ uxnulluut 


of a 'Jack Sprat could eat no fat' 
scenario. The Navvie for example 
has a high health quota but is poor 
in terms of speed and wisdom, 
whereas the Scientist has low 
health but high speed. Together the 
two characters can cope with most 
situations that the Chaos Engine 
throws at them. 

Once you have hired the charac¬ 
ters, you commence the assault on 
Fortesque mansions. There are four 
different worlds conisisting of 16 
levels of action for you to wade 
through and each one is loaded 
with fiendish traps, secret pas¬ 
sages, and mind-mashing puzzles. 
Progressing to the next level is a 
simple case of activating several 
nodes situated around the different 
worlds which will open up access 
to any teleports or exits nearby. 

Chaos Engine reminded me of the 
overhead section in Jurrasic Park, 
but there's a lot more action and 
many more obstacles for you to 
traverse. The gameplay is frantic 
and there are very few opportuni¬ 
ties for you to sit back, have a 
breather and take stock of how far 
you have proceeded in the game. It 
is definitely a game that engulfs 
and leaves you wanting more but it 
isn't without its faults. 

Sure the graphics are good and 
the speech samples are quite 
superb but there seems to be very 
little variety in the type of action 
you come across. Although the 
Chaos Engine has the ability to cre¬ 
ate just about anything it wants, 
the actual enemies are ail very sim¬ 
ilar and this can become a little 
tedious after a while. 

Another criticism is that it is just 
too difficult. Some characters can 

Right: At the Hire Character 
screen you can examine all the 
six soldiers of fortune to 
check out their credentials. 

And the size of their guns! 


Above and Below: Blast the air 
ducts and they will bypass the 
flow of steam to the outlets. 
Now you can get past them 
without too much trouble 


only receive one 
or two hits before 
they cop it, but 
with all the explo¬ 
sions and bombs 
being hurled 
everywhere they 
tend to be very 
vulnerable. 

This does make 
it a challenging 
game that should 
entice even the 
most seasoned 
shoot 'em-up professionals for a 
good bout, but for mere mortals 
like myself it was a little too ardu¬ 
ous. I'm more fond of games that 
start at an easy 
level and build 
up, so that I feel 
like I'm really get¬ 
ting somewhere 
with them. 

This is still a 
good game, with 
a great plot and 
plenty of spirit 
which has to be 
played to be fully 
appreciated. 
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REVIEW 








When a player is fouled, you may scroll 
through the suhs for a suitable replacement 


Just a few of the options. Wind, ball glue and 
game speed are the most important 

chase footballs as if they're going 
out of fashion. 

On the subject of fashion; each 
team kit can be changed to suit 
even the most outlandish of tastes 
and shirts, shorts and socks can 
each be altered separately! But US 
Gold have very sensibly avoided 
giving the SNES gamer the chance 
of creating the denim-effect shorts 
that the wacky Yanks will be 

IVs gone all tense now. The match has gone to 
penalties. Not for the nervous 


In all dead ball situations, the ref appears, to 
signal exactly whaVs going on 


T he most all-encompassing 
computer and video game 
ever, USA '94 is available 
on nine formats and is 
simultaneously released in 
plenty of time for the 
start of the 
World Cup. US 


The World Cup USA ’94 
style - a game of two 
halves. Thank goodness 
the stupid Macdonalds- 
muching Yanks don’t always get 
their own way. ALEX 


Gold are obviously thinking big, 
and with over half a dozen direct 
competitors on the 
SNES alone, 
they have to. 


It becomes immediately obvious 
that all the development time 
spent on USA '94 has been worth¬ 
while. From the multiplicity of 
options to the fun, realistic game- 
play, this product is well worth its 
official stamp. 

From beginning to end, USA '94 
screams 'Official' with glass-shat¬ 
tering clarity. The official doggy- 
style mascot Striker (were the 
American public thinking of Elite 
when they chose the name?) 
comes at ya from all angles, adorn¬ 
ing almost every option icon. Once 
you kick off however, he 
stays well out of harm's 
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Above: A long range shot with a spot of aftertouch is a good way of deceiving the keeper 




At the end of each game, you are presented 
with a full statistical round-up 


wearing when the real World Cup 
starts in earnest. 

There are more options than you 
can shake a red card at. The choic¬ 
es of formation can be calibrated to 
the tiniest detail with players cov¬ 
ering certain pre-determined zones 



The penalty sequence isn’t the game’s best 
feature by a tong way 


of the pitch. Or, if you prefer, the 
odd team member can stray slight¬ 
ly from his rigidly defined role in 
the traditional formation. 

Furthermore, each side has a 
squad of 16 imaginary players to 




OFFICIAL^ REVIEW 


---s 



*The first World Cup was awarded to Uruguay in 1930 (the defending 
Olympic champs) by FIFA president Jules Rimet. 

*The World Cup has taken place every four years since 1930 except in the 
war years 1942 and 1946. 

* Originally the tournament was fixed at 16 teams. This was increased to 
24 for the finals in 1982 to widen the scope of soccer beyond Europe and 
South America. 

^Nowadays, Africa is guaranteed three spots. 

*3.6 million tickets will be made available for the 1994 World Cup - the 
largest number ever. 

*The last World Cup (1990) attracted an audience of 2.8 million. 

*26.7 billion people in 167 countries watched the 1990 World Cup. 

*An average of 513 million television viewers watched each game of the 
1990 World Cup. 

*An average of 53,216 fans attended each game of the 1990 World Cup. 
*The '94 final is expected to have a TV audience of around two billion. 

*141 nations were drawn in to qualification groups at the Qualifying Draw 
ceremony in New York City on December 8. 

*The first ever indoor World Cup games will occur this year at the Pontiac 
Silverdome - the site of England's dismal 2-0 defeat last year at the hands 
of the Yanks. 

*Between matches, bands of 1000-watt halogen lights will be placed 6-8 
feet above the natural grass in the silverdome to compensate for the nat¬ 
ural light deficiency. 

*An anticipated 180 nations will televise this year's World Cup, with 31.2 
billion people watching the 52 game tournament. 


WorltlCu|^S^M 



Official 

Licens^^^ 

Produci 

__ / 
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Above: Some more options! These icons lead you into training and formation editing 































































































Above: If nothing else, Worlil Cup USA ’94 isn’t 
short of options 

pick from, all with different 
strengths and weaknesses. The list 
of options is bordering on the infi¬ 
nite, with the back pass rule on/off, 
the offside rule on/off, wind, three 
game speeds, five different match 
durations, squad selection (each 
has 22 players), keeper control ad 
infinitum - nearly. 



Another goal flies into the net. What a fine 
game this footy lark is 




The keepers are suffering royai-styie here. It’s 
only a game 


A spectacular own goal as the ball comes back 
off the post 
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The final option worthy of note is 
the 'ball glue' selection. Players can 
be blessed with George Best-like 
ball control or, at the other end of 
the scale, be given the first touch of 
an elephant. This means, in prac¬ 
tice, that the player can set up his 
team to play in the style of Sensi 
on easy level and have the other, if 
he so desires, playing in the style of 
Striker on difficult. 

The pitch, relative size of players 
and the view angle are all reminis¬ 
cent of Sensi although given a few 
plays on USA '94, it would be hard 
for any Sensi devotee to argue a 
convincing case against it. 

In fact, there's so 
much gameplay 
packed in, it's doubtful 
you'll get round to 
watching the World 
Cup for playing this. 


Striker the mascot reaches for the switch by 
way of introduction 


■■ pnmcfiis _ 

WorMCuf) - 04 


Of all the SHES footy 
= - games I’ve played, this 

<MCuiJ < 04 ^ favourite. There 
;v \ ’ are sufficient options 
to satisfy all the stats 
fans and the foothall action is the 
most true to life that I’ve seen so far. 
The emphasis Is not on breakneck 
speed, nor is it on struggling desper¬ 
ately to create a 30 view. Realistic 
passing moves can he strung together 
and there are no gimmicky extras to 
detract from the action on the pitch. 

It actually plays like real footy and, 
being a long-suffering Sunderland fan, 
that’s good enough for me. 


^VERALL 


When your keeper is robbed of the hail, this is what can happen - a goai against 


The initiai options screen - go to the halt for an instant game 


Above: The ‘Edit Tournament’screen where 
you can demote Holland and promote England 


Pre-determined set plays can be 
called up in any dead ball situation, 
dummy ball paths can be used and 
the all-important aftertouch is an 
integral part of the gameplay 
make-up. It's set at a reasonable 
level too - the ball changes flight 
like a proper Mitre Delta rather 
than a balloon. 
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IfingPiRl 


Instant Win 


WTH 050 WORTH 

OF spom am 

0859 404095 


BS RCi vsit^' 

fAmiga A1200 NINTENDO 
0839 404094 0 8 3 9 4 0 4 0 97 

VyltH'- 

Amiga CD-32 

0839 404090 


The new 64-bit wonder! 

0839 404085 


SEGA 
MEGADRIVE 
0839 404084 




ADVENTURE 

0839 404092 


fiU SdiJISi 


Calls cost 39p per min cheap rate 49p per min other times Max possible cost £3.68. Rease be sure you have permissbn to make this call Competitions ctose 31.5.94 and again on 31&94 or as stated All competitions 
have six multiple choice questions and tiebreaker. Where Instant Win is indicated there is no tiebreaker and prizewinners are determined by playing a deciding gama Amig^Jaguar/Suzuki Vitara are all registered trademarks 
of their respective companies. We are neither related to nor endorsed by them. For rules and v\/inners names please send ^ to InfoMedfa Services Ltd, PO Box 28, Northampton NNl 5DS. 











































^ Four humans can play simultaneously using a muttitap. The 
> excitement's too much at times! 


REVIEW iHowCMi 


Main picture: Michael Chang courtesy of 
the Sky Sports transparency collection 


I jhe first thing that strikes 
you when you play Smash 
Tennis is its remarkable 
similarity to Nintendo's 
Super Tennis. One of the first carts 
available for the British SNES, 
Super Tennis had functional and 
fun graphics and gameplay that 
was second to none. 


Smash Tennis, on further inspec- 
' tion, contains everything that 
. Super Tennis left out. There are 
loads of extras which enhance the 
gameplay and overall quality, with 
the biggest improvement being the 
- added option of a four-player dou- 
bles challenge. 

^ OK, so there's the added expense 
of a multitap, but any serious SNES 
owner will already have one or at 
least be thinking about buying one 
to gain maximum enjoyment from 
other games such as Sony's Super 
Bomberman, Ocean's FIFA 
International Soccer and the soon- 
to-be-reieased Super Bomberman 2 
1 from Virgin. 


^ tine umimtTBm twpr straj Snails can fly off ansi hit 
nmmafaiiimers- Munmst 
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Four-player mountain top action and the 
receiving team are about to break serve 



Hawaiian breeze action with the ocean ebbing 
and flowing gracefully 



Matt prepares to serve on the hard court - the The shrine court has a partcularly quick 
most utilitarian surface surface. It must be rubber 



VIRGIN/NAMCO • £TBA • 1 

With admission prices for 
the British Open at 
Wimbiedon sky high this 
year, the next best thing’s 
a game of Smash Tennis - No 
Strawberries Required! ALEX 



Even if you have no intention of 
ever buying such a decadent 
peripheral as a multitap, you'd be a 
fool to miss out on Smash Tennis. 
The single-player game contains 


sufficient gameplay to attract any 
gamesplayer, regardless of his per¬ 
sonal preferences. 

The A, B, X and Y buttons each 
perform a different shot, thus 



The tension has built up to crazy levels. 
Marina serves to save the match 



Combinations cornin’ at yal The more human 
players, the merrier 



Doubles games make use of the outer tramlines for more freedom of expression 



- 4 PLAYERS 



Cats scarper and 
massive black crows 
fly over the shrine 
court as and when 
they feel like it 


Getting into the 
net and 
volleying home 
winners is the 
best tactic on 
most surfaces 




Ali the players celebrate victory in 
the same way 

covering the four main 
shots in tennis - the top spin, 
the slice, the lob and the 
straightforward smash. Volleys, 
backhand winners and spectacular 
diving returns are not only possible 
but simple to pull off. 

Before play begins, there are 12 
male players and eight female play¬ 
ers to choose from. All are blessed 
with different strengths and weak¬ 
nesses - only after trial and error 
will you discover which play¬ 
er is best suited to your 
talents. Expert players 
will be able to switch 
between characters in 
order to gain opti¬ 
mum performance 
on any given play 
surface. 

In Super Tennis, 
only the standard 
three playing sur¬ 
faces - grass, clay 
and indoor - were 
available. Smash 
Tennis, however 
accommodates these 
and more. There's 
court carved into the top 
of a mountain, a blue plas 
tic leisure lounge resort court 
that wouldn't look out of place in 
Miami Vice, a Hawaiian beach com¬ 
plete with a moving tide, palm 
trees and lobsters and an oriental 
scenario that would be more at 
home in a Bruce Lee film. 

Each location has its own humor¬ 
ous background touches and sound 


Attack the net for success. The days 
of baseline piayers are over 


effects. 


The mountain top court has a 
climber proudly displaying a flag 
pole who can be sent tumbling by 
the ball, howling in fear, only to 
scramble his way back to the sum¬ 
mit. The oriental village hides black 
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cats that scarper from beneath the 
foundations when a loose shot flies 
their way and the lodge court has a 
flock of tropical birds that tweet 
and periodically fly past the court. 

As expected of any tennis game 
worth its new balls. Smash Tennis 
is faithful to all the rules of real life 
tennis. To be successful, you need 
the right tactics and skills; to 
become a champion you need dedi¬ 
cation and hard work. 

Subtle touches can be applied to 
fox the opposition such as varying 
the strength of shots by pushing up 
or pulling back on the D-pad and 
using all four shot buttons to play 
different types of strokes. 

Smash Tennis is the complete 
SNES tennis game that's oozing 
with playability and hilarity. 


Right: The choice of courts, 
ail of which play liifferently 


Left: Britain’s Chris Baiiey - a 
2000‘1 shot for Wimbleilon 


A couple of years ago, when offical SNES carts 
were about as readily available as bananas were in 
England during the Second World War, the best 
sports game available for the SNES was Nintendo’s 
Super Tennis. 

My, how things change. Since then, hundreds 
of sports sims have been released but only now has 
Super Tennis finaiiy been surpassed. Criticised for 
its lack of realism. Super Tennis nevertheless sold 
considerably more copies than Bjorn Borg’s 
acclaimed The Loneliness Of A Swede’. 
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HOLD ON... 



Smash Tennis is almost identi¬ 
cal to Super Tennis, including 
a similarly unrealistic view 
angle and fairly dodgy sprites. 
I also feel a little too much 
effort has been put into what is going on 
around the court - a bit of a distraction 
whilst playing. It is however undeniably a 
good game, though I don't think it's quite 
worth the 95°o given by Alex. 


Right: Jimmy Connors (courtesy Sky Sports) iooks pieased with 
himseif. Pity the game he endorsed isn’t as good as this 


M 




Whatever you do, don’t commit yourseif before the server 
chucks the halt in the air 


15/15 










mmmMmmm 

^SBSSBSmmm 



Littie Huffy ciouds float past the lodge court for a daft laugh 
and to try and put you off 



LlillMIlilUllllMiSlIlia I 




Why not relax in the resort and lean over the balcony? The 
food hasn’t arrived yet 


The umpire’s an attractive geisha girl with a robotic voice. Happy talkee talkee happy talk 




GRAPHICS 

Manga-style sprites and some 
great extra background touches 


SONICS 

Robotic female voice sample and 
loads of funny spot effects 


LIFE SPAN 

The more friends you have, the 
longer Smash Tennis'll last 


GAMEPLAY 

Great controls, big repertoire of 
shots and top-notch playability 


.OVERALL 




95 % 


Since the launch of 
the SNES in Britain 
over two years ago, 

_ Nintendo’s Super 

Tennis has been the 
benchmark for not just tennis games 
but the sports genre as a whole. Not 
anymore. Smash Tennis has more 
options, more scenarios, more extra 
touches and more playability than any 
tennis game currently available on the 
SNES. Although it can’t really he 
classed as a simulation because of its 
emphasis on fun, the gameplay is still 
as near to the real thing as you’ll see 
on a console. 

So spend some time with Smash 
Tennis - it’ll last longer than the 
British players at Wimbledon that’s 
for sure. 
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Scor •= : G JSC 
Damage : » 
Hrnr.io: MCBMi 


Bonu 
L : 

H: 


Above: This is the view when you lift your tank 
into mid-air. You can now rotate your tank and 
land to blast the foes 


GAMETEK • £44.9991-2 PLAYERS 


A foreboding soundtrack 
greets you when you load 
up Spectre. Reminiscent 
of the music heralding a 
change of atmosphere in The 
Lawnmower Man movie, it sends a 
shiver down your spine long before 
being exposed to hostile fire. 

The single player game is split 
into several levels, the object being 
to collect all the available flags in 
each. A first-person perspective is 
used throughout, with the gun 
sight as the indicator of your 
progress. At the outset of each 
level, you are awarded 40 units of 
ammunition. 

Your ammo depletes by one or 
ten each time you take a pot shot 
at the enemy, depending on 


whether you use your little soft 
cannon or your big hard one. If you 
run out of ammo through over zeal¬ 
ous shooting, it doesn't necessarily 
spell disaster as the play area is lit¬ 
tered with green power-up squares 
which replenish both your ammo 
and your energy. 

Reasonable fire power, topped up 
to the brim each time you embark 
on a new level, is Just one of the 
advantages you have over the 
tanks on patrol. Take a couple of 
hyperspaces per level, for example, 
which transport you to another, 
random part of the play area. 

It's also possible to hover 
momentarily In mid-air to avoid 
incoming missiles and give you a 
few extra moments to spin round 


and line up your target. This makes 
it sound as if the odds are stacked 
against the enemy, but this isn't 
really the case at all. In fact, it's 
quite the reverse. 

Several electrical mines are 
spread ail over the gaff, some virtu¬ 
ally surrounding the all-important 
flags. It's inevitable that your ener¬ 
gy will suffer either approaching or 
leaving the flag site as there'll be 
shells flying at you from all angles 
as well. 

One bizarre and almost immedi¬ 
ately noticeable feature of the sin¬ 
gle player game is the placing of 
the warp squares. Steering over 
these clearly marked segments will 
immediately transport you to the 
level indicated on them and you'll 


Sweat it out in a virtuai 
reaiity-styie Battiezone for 
the ’90s, shooting tanks of 
every coiour of the 
Spectre-um. Boom boom. ALEX 


•i ^ « 

no : ' 


B o r. L-i s : C L! i_ 

L i ve-= S CC ?0 

h: ■■■ rrrr , 


£ ve 1 : & 




^ i 



D 3 rri 3 Q 0 ■ 
Ammo: 3311 


Scot-e ; B-a.rMs:C! 

L* e \ 'e 1 * % 

C' sro*9e : .V L i v es : 


Ammo: ' • ■■■ H: HHi 
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Level : 


All around: The trouble 
with Spectre is, well, it’s 
obvious really... 
Everything’s just too 
darned samey. You’re 
never in any doubt what 
game you’re playing 


Score: G33 1 
Damage: ..— 

A mmo; S G ■■■ 


Bonus: S9 Level Ic* 
L 1 ve-s: Q 

H: ■■■ 


LEVEL 

12 


Sc on el 
D arnsQe : 

H mmo: H G m 



PAUSED 



L . i 


Above: The black and yellow lines are actually electric mines. The green 
blob is a blast from a hostile tank 


Above: Dodge the mine, collect the Dag and Bob’s your Auntie’s live-in 
lover. Note the full ammo, but three quarters damage 
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REVIEW 



A selection of tanks is offered at the start of the game Above: Don’t use this one in single player mode Above: The all-rounder. A veritable Ian Botham of a tank 



Above: Drive across this and you’ll be warped 
to level 10. It’s that easy. Beware, level 10 is 
when it starts getting tricky 


immediately be restored to full 
energy and firepower. 

For a better chance of survival, 
always check the radar in the top 
right-hand corner of the screen. 
From this, you can monitor the 
position of the remaining flags and 
the progress of the soulless, malev¬ 
olent enemy tanks. 

Eventually when you find your¬ 
self growing tired of battling 
against the massed forces of the 
computer, there are four split¬ 
screen, two-player games within 
which you can try your luck. The 
Arena option is my favourite. This 
is a straight head-to-head war with 
a human opponent in the same 
style as the battle mode in Super 
Mario Kart. 



rnmo 


r-c or € : wUG;;: 

h : 0000 


D 5*r*i3 9e : 
H rnroo : M i 


D '5 € : 2 
fi rnmo : c* S I 


to reach 1000 
points; and Allied 
Raid in which you 
and a pal have to 
team up against the 
computer. 

What is really 
commendable here 
is that there is no 
obvious slowing or 
glitching - the 
Mode Seven still works nice and 
smoothly. 


coesi 

OQOQ 


1 Since BaWezone 

m graced the arcades in 

P, If- =;. ?= ’SOs, there 

r " has not been another 
worthy SD-styie tank 
battte game - until now that is. 
Gametek have taken the bare bones of 
BaWezone, applied 16-meg technolo¬ 
gy and rejuvenated it into Spectre. 

The result is an atmospheric, playable 
cart. The best games tend to be tough 
to categorise and Spectre doesn’t rest 
easily in any genre. In fact, the only 
other game on the SNES remotely sim¬ 
ilar is Wolfenstein and that’s not that 


Above: The green squares are 


So there it is. Spectre, a futuristic repienishers. They’re really 
multi-coloured tank battle, with quite splendid 
Fisher Price-esque shapes to weave 
in and out of. With flying saucers. 

Then it would have been great. 


much like it at all. Spectre’s a fine 
game in its own right, but will only 
appeal to a limited audience. It 
becomes too tough and too repetitive 
too soon, although the selection of 


two-player, split-screen games 


The other three are the Flag Rally, 
in which you must collect more 
flags than your opponent; Base 
Raid, where the winner is the first 

Right: The bottom right of the screen has a 
warp square on it. Drive over this and you’ll 
skip some leveis. 


Scor»:0C8S Bonus :es Level: : 

0 *r-i« s« : ■■■ L I V* «; DOBO 
Amno:HOBHB H: ■■■ T 



rescues it to a degree. 


GRAPHICS (81 

Good u^e of filodo Seven, but ^ 

where s the variety in ^tenario'i? 


SONICS 

Very similar to Vifolfenitem. but a 
better voundtraclr and spot effeols 


LIFE SPAN 

Difficult, especially as there s no 
password system to fall baclr on 


GAMEPLAY (89 

A tense search and destroyer, com- ^ 
prising five different games 




^VERALL 
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■ Can this Fugitive Retrievai 
Officer catch the space 
criminais and save the 
worid from destruction? 

He aiways does on the teiiy, 
but now it’s up to you iot. JAY 







cornin’ at ya very soon. 


GRAPHICS (83 


These aren’t the best graphics ever 
seen, hut they’re not all that had 


MALIBU • £TBA • 1 PLAYER 

] 


ased on the hit American 
^ late night action series, 

I Time Trax puts you in the 

_ ^hot seat as a futuristic 

bounty hunter. Armed with only 
your trusty Pellet Projection Tube 
and your martial arts training, you, 
as Darian Lambert, must seek out 
numerous villians from the future 
and either destroy them or bring 
them back to the present time to 
make sure they recieve the correct 
prison sentencing. 

This might seem fairly straightfor¬ 
ward to the average man on the 
street, but to you and I it's an inter¬ 
active nightmare. It's not simply a 
case of running through the levels 
blasting everyone and everything - 
well, actually it is, but this is not an 
easy task. 


Above: Darian desperately tries to work out 
where the dinosaur’s head has got to 

Initially, I expected this cart to 
last me a few hours, but boy was I 
wrong! The problem is that you 
only get one life and, sadly, no con¬ 
tinues whatsoever. This makes the 
going a bit rough - as soon as you 
start getting anywhere, you sud¬ 
denly get shot/kicked/punched and 
then It's right back to the 
beginning again. 

This can be most frus¬ 
trating as there aren't 
many bad guys around. 

You can slip down pipes 
and shimmy past robotic 
laser sentries and then, 
right out of the blue, a fat 
patrol man will appear, 
slap you and you're on a 


All the action is pretty fast with 
plenty of gaping holes to jump, 
overhead piping to swing from and 
power-up boxes dotted around. 
The graphics aren't excellent, but 
the playability pulls you in and 
keeps you there - until you get 
killed that is. 

Most side-scrolling action 
adventure fans will like 
this cart and I think it 
will take quite a few of 
you a fair amount of 
time to complete in its 
entirety. It's just the 
absence of extra lives 
that really bugs me. I 
soon became fed up of 
the same tired old sce¬ 
nario: the 'please 
return to the start, do 
not pass GO and do 
not collect £200.' 


Not the worst action adventure 
I've witnessed on the SNES, but by 
no means the best. It's still a very 
pleasent little game this and you'll 
need plenty of patience if you are 
going to stand a chance of com¬ 
pleting it. A nice TV tie in, it's just a 
shame no-one over here knows 
who this Darian Lambert guy is. 


Run, jump, shoot. Run, 
M jump, shoot. Run, 

. - jump, sho - you get 
the picture. If you like 
this kind of game, 
then you’re going to be in your ele¬ 
ment with Time Trax. This cart has a 
very strong difficulty curve - on first 
impressions you may be thinking that 
you can do this within the hour, but 
you’d be very wrong. It’s tough, it’s 


Wove: Climb the ladders, sprint along the 
netal girders and fall to your death. Ha ha! 


one way trip 
OpeningCreditsVille. 


to 


Above: These robot sentries can be a real pain 
in the butt. Blast them to hell and move on 


Erm, vi/ell... there are some really 
nice ’Pow’ and ’Bang’ samples!?! 


LIFESPAN 

You certainly \won’t complete this 
little cart in a day. Mayhe two 




GAMEPLAY 

Run, shoot, jump over things - it’s 
all fairly simple really 




82 V 


[OVERALL 




Darian Lambert, Fugitive Retrieval 
Officer at your service mam! 


Darian finds the interior decoration or 
the lab a little too much for him... 


Mier nis short spell of blindness, Darian 
finds himself lost inside the huge lab 


LAMBERT’S LOONY LAB LAUGHS 
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CAN YOU TACKLE 
THE BIG ONB 


FIFA International Soccer brings you 
the full-throated big-match atmosphere, 
compulsive gameplay and in depth 
strategy for the ultimate soccer sim. 
Select from 30 national sides and face up 
to 8 opponents in a gruelling league 
show-down. The speed's scorching, the 
action flowing - pushing the award¬ 
winning game to its limits with a netful! 
of new features. 

The enhanced EA SPORTS 
StadiumSound™ with its multiplexed 
stereo sound reproduction will suck you 
into the 3-D action as you control your 
eleven with every trick in the book, 
from acrobatic overheads to diving 
headers. 

To win, you'll need a head for tactics, 
a nose for strategic substitutions and 
a lethal left thumb. 

FIFA International Soccer. If it's in the 
GAME, it's in the GAME. 



INTERNATIONAL 


SOCCER 



iff 

it's in 
the GAME, 
it's in 
the GAME™ 



NEW FEATURES FOR THE SNES 

•5 Player simultaneous play with 
Hudsonsoft Super MultiTap 
•New pass power meter for inch-perfect passing 
•Enhanced EA SPORTS StadiumSound™ 

•Improved player graphics 
•30 all new chants 
•New reverse angle instant replay 
•New slow motion replay 
•New Man of the Match award 

OCEAN SOFTWARE LTD • 2 CASTLE STREET • CASTLEFIELD • MANCHESTER • M3 4LZ 



fi\SPaRTS 


FIFA 

INTERNATIONAL 

SOCCER 



The FIFA logo is © 1977 FIFA/DEYHLE. Used under license by Electronic Arts. Super Multitap is a 
trademark of Hudson Soft USA. Inc. All rights reserved. EA SPORTS, the EA SPORTS logo, 
StadiumSound and It It's In The Game. It's In The Game are trademarks of Electronic Arts. 

All rights reserved. Software © Electronic Arts 1994. 

TELEPHONE: 061 832 6633 • FAX: 061 834 0650 
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"BUBSY STILL ISN'T 
WEARING ANY 
PANTS" 



J ohn Skeel is the Executive 
Producer and Designer of 
Fire Team Rogue, as well 
as the Executive Producer 
of Bubsy 2. Fire Team Rogue was 
entirely John's idea - the complex 
storyline, the universe that sur¬ 
rounds it and all its weird and won¬ 
derful characters. 

It was his original thoughts of 
combining elements from various 
different video game genres that 
slowly formed into what is now 
Fire Team Rogue. Now John has a 
SNES cart boasting role playing, 
arcade action and flight simulation 
all into the bargain. 


Top software 
house Accolade 
have several 
strong releases 
in the pipeline 
for ’94, so we 
decided to take 
a iook at them. 
John Skeei is 
the creative 
thought behind 
aii of the games, 
so we decided 
to take a iook at 
him too 


John entered the computer 
industry in 1978 as a programmer 
developing ambitious software for 
the Apple II and Z80-based CP/M 
systems. Since then he has worked 
for Electronic Arts as Product 
Marketing Manager for Studio 8, at 
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Mediagenic as Senior Producer and 
Director of Product Development 
where he displayed his producing 
skills on titles Mech Warrior, 
Cosmic Osmo and Death Track. 

During his current stay at 
Accolade, John has produced 


Accolade's smash platform 
scorcher, Bubsy: Claws Encounters 
Of The Furred Kind, for both the 
SNES and Mega Drive and recieved 
a credit as the executive producer 
of Bubsy's cartoon debut "What 
Could Possibly Go Wrong?", which 
has yet to be aired on British TV. 

So with all that industry experi¬ 
ence and knowledge behind him, 
we asked John his thoughts on 
Fire Team Rogue, Bubsy 2 and, of 
course, the future. 

SA: So, how did the whole Fire 
Team Rogue concept come about? 


JOHN SKEEL: I first got the idea 
around Christmas 1989. At that 
point it was only a concept for a 
universe and a series of vehicle 
simulators using a single view from 
the eye slits of Chance's power 
suit. The timing wasn't right then 
however, for a project of this scope 
so I kept it in the back of my head 
for a while. 

I resurrected the project in the 
spring of 1992 when Sullivan Bluth 
Interactive and Accolade flirted 
with the idea of doing a joint ven¬ 
ture together. The ill-timed Sega 
injunction put an end to that 


Believe it or 
not, these 
guys on the 
left are 
responsible 
1orBuhsy2 
on the SNES. 
Strange hut 
true 


version of the project and it went 
back onto the shelves until we 
started to put a wrap on the first 
Bubsy game. 

At that point I decided: "We're 
doing this or we're going to hit a 
wail at full acceleration trying." So 
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"THE THING THAT 
TOOK UP MOST OF 
THE TIME WAS ALL 
THE LAGER 
CONSUMPTION. 
AFTER ALL, 
RESEARCH IS 
THIRSTY WORK" 



Below: The Bubsy 
2 team have an 
uncontrollable 
urge to act silly. 
Crazy guys! 



I started gathering a team in 
January of 1993 and we began the 
arduous task of designing a whole 
universe within which the Fire 
Team Rogue game would be situat¬ 
ed. In May we submitted our formal 
proposal to the Accolade studio 
heads and got our green light. 

SA: How long have you spent on it 
so far and when do you anticipate 
its completion? 

JS: Well, we're planning the wrap 
party for August, and nothing gets 
between the Rogue Team and a 
good party, so we'll be done by 
then and you'll see the product on 
the shelves by the end of October 
or early November. 

SA: What size team did/are you 
working with? 

JS: That's a hard question to 
answer because there are a lot of 
people who are doing small one-to- 
two month tasks, and others who 



Above: An early screen shot on this year’s 
hottest sequel. TrumpeMastic! 


are working on add-on projects like 
the comic books, and then there's 
the marketing folks who work very 
close with the core team. I guess 
the core unit is a baker's dirty 
dozen of 13, but if I were to add 
everyone, I think I could call it 20 or 
so. Buy the game and read the 
credits, they'll all be in there - even 
Snarf the Wonderfish, Granny the 
Skeleton, a menagerie of plastic 
reptile toys and we can't forget 
Barbie, the Tuna Wrangler. 

SA: Briefly explain the story 
behind Fire Team. 

JS: Brief is not an applicable word 
when talking about FTR, except 
maybe for Aja's clothing. We devel¬ 
oped a universe history which 
stretches back more than 250 mil¬ 
lion years, spans dozens of realms 
and includes more races than I can 
remember. We have a unique tech¬ 
nology system, an alphabet based 
on crop circles and fighter jets that 
shoot missiles with magic war¬ 
heads and go up against dragons. I 
mean get real. You want brief? It's 
about a band of misfits who take 
on a whole invading army just to 
get back something that was 
stolen from them. This is not a 
group you want to piss off. 

SA: Neither are you John, that's 
obvious. Moving swiftly on to 
Bubsy 2, what is your advice to 
people who bought the first Bubsy 
cart and are thinking about shelling 
out for the sequel? 
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JS: Hey, what could possibly go 
wrong? We spent a lot of time lis¬ 
tening to Bubsy 1 fans (and critics) 
before designing Bubsy 2. It's not 
just a remake of the first (OK, he's 
still not wearing any pants, but it's 
the '90s you know). It's still a big 
cart but there are a lot more things 
to do, like mini games, and Bubsy's 
got his adventurer's tool kit with 
him this time, so you can go diving, 
shoot stuff, use a smart bomb or a 
portable hole (a handy device I 


wish I had) and generally just get 
into a lot more trouble. So my 
advice? Try it. 

SA: Is it really a serious improve¬ 
ment on the original Bubsy or 
what? 

JS: Yes indeedy. 

SA: What took up most of the pro¬ 
gramming time when you were 
working on the project? 













Below: Johnny 
Skeel makes 
another team 
photo. This time 
around, it’s the 
Fire Team Rogue 
squad 





JS: We started over on this one 
rather than using the code from 
Bubsy 1. I know this doesn't seem 
to make sense, but it was the thing 
to do to get it right. We borrowed 
some elements from the first code 
set, but everything from scrolling 
drivers to handling routines was 
done from scratch. So I think the 
thing that took up most of the pro¬ 
gramming time was the lager con¬ 
sumption. After all, research is 
thirsty work. 

SA: Which project did you enjoy 
most between Fire Team and 
Bubsy 2? 

JS: Hmmm, hard to say. Tm excit¬ 
ed about Rogue because it's new 
and cool, but Bubsy makes me 
laugh. Someone pointed out that 
Shadowblade from Fire Team 
Rogue is just Bubsy on steroids and 
I thought: "hey, we should end 
both these games by having Bubsy 
and Shadowblade fall asleep and 
wake up as each other." Maybe 
they'd both swear off catnip. 

SA: What kind of video game gives 
you a buzz? Are you an action man 
or shoot 'em-up guy? 


SA: If you could covert any video 
game in the world, past or present, 
onto the SNES, what would it be? 


JS: It would be a secret, because it 
may be something in my future. 
But I think one of the all-time great 
arcade games was Centipede. That 
game should be required playing 
for anyone planning on designing 
games. It's beautifully balanced 
and this is at a time when our 
industry didn't yet know what that 
really meant. Yeah, I know it's sim¬ 
plistic by today's standards and 
once you know the trick you can 
beat it, but that's not the point. 

SA: What are your plans for the 
future? Have you any new and 
exciting ideas lurking in the back of 
your mind? 

JS: You bet. 

That's it from John. Overleaf we 
give you the lowdown on the crazy 
characters in FTR and Bubsy too... 


Even more 
sketches! Each 
character is 
carefully 
drawn and 
approved 
before the 
programmers 
are let loose 
on designing 
the final 
sprites for the 
finished game 


JS: Not for a while at least. I mean, 
think of all the add-on names still 
to be used: Mondo Super Mega 
Deluxe Street Fighter 2 Ultra Turbo 
Enhanced, now with Kung Fu grip! 


JS: Well, to get a proper buzz from 
a video game one should strip the 
power wires bare and stick them in 
your ears before turning the con¬ 
sole on. (Don't try this at home 
kids. I'm a trained professional). 
Actually, I like just about anything 
that's done well and I play every¬ 
thing, but I really like conquest and 
resource management games. 
Don't know why, I just do. 

SA: So what do you personally 
think that the future holds for 
Nintendo, John? 


JS: Oooh, here's a question I'd like 
to dodge. I'm not sure. Their new 
equipment strategy seems a little 
near sighted, but they've surprised 
me before. I got a laugh from their 
press release announcing the cho¬ 
sen delivery medium for the new 
machines. The VP of marketing for 
North America was quoted as say¬ 
ing the decision was not between 
cartridge and CD-Rom but between 
Rom and optical. That's like saying 
the decision was not between 
automobiles and motorbikes, but 
between cars and scooters. 


SA: Do you think they will ever 
stop producing 'improved' versions 
of Street Fighter 2? 
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spot disturbances and life forms 
from miles away. She's an 18-year- 
old Elwynn who could live for sev¬ 
eral hundred years - if she lasts 
that long! 

ZEUT 

FULL NAME: Unknown 
RACE: Tails life form 
AGE: Ancient 

Zeut is Chance's power suit as well 
as being his faithful lieutenant and 
steadfast companion. Zeut cannot 
speak, but communicates through 
sounds, body language and by 
altering the shape of his visor eye 
piece. He has two main forms, one 
is a separate oval-shaped entity 
which hovers above the ground, 
the other a full suit of armour with 
an extensive range of weapons and 
Tails powers. 


SHADOWBLADE 

FULL NAME: ShadowBlade of the 
Thunder Rain 
RACE: Sikaran 
AGE: Young 

Part thief, part ninja, pure animal. 
This guy has the keenest senses in 
the business, his eye sight is sec¬ 
ond to none, he can track his prey 
by scent and he can hear in ranges 
way above Khan normal. He's 
armed with a variety of silent 
weapons, including his favourites, 
his twin Tycu swords. 

CHANCE 

FULL NAME: Chance Torakazi 
RACE: Khan (Humanoid) 

AGE: 17 

A proud, but stubborn, humanoid 
rebel. This guy is the young, coura¬ 
geous leader of Fire Team Rogue, 


and although he's generally on the 
side of good, he is human after all 
and can be tempted. The inexperi¬ 
enced 17-year-old country boy 
who's been thrust into a world full 
of mutants often becomes inse¬ 
cure, but is determined to succeed 
and will only reveal his fears only 
in private. 

BROC 

FULL NAME: Nim Koumal 
Brombiza Broc 
RACE: Bakouma 
AGE: Young 


Despite his rather fierce looks, Broc 
is in fact the thinker of Fire Team 
Rogue. A walking library of a beast, 
his analysis of a problem is always 
pure logic. Broc's logic and calm¬ 
ness stems from his training 
known as Bel Doctrine. This stress¬ 
es harmony with the world and 
oneself by achieving total inner 
peace. 

AJA 

FULL NAME: Aja Dae 
RACE: Elwynn (Elf) 

AGE: 18 

Daughter of a skilled Tails crafts¬ 
man, Aja is a master of the fourth 
Shatra of Mystic, Mind and Power. 
She helps the rest of the FT Rogues 
by acting as their onboard radar. As 
well as awesome fighting skills, 
she has immense powers and can 


Above: Broc looks mean and 
moody and ready for action, 
while in real life he’s a quiet 
timid chap who thinks a lot 
before doing anything 


They have 
arrived! 
Remember 
where you 
saw them 
first. 

Shadowblade, 
Aja, Chance, 
Broc and the 
very bizarre 
Zeut will be 
cornin’at ya 
sooner than 
you think 
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Above: This is where it alt began, the Amazatorium. Oinker P 
Spamm better keep a look out for the Bubsy twins and Bubs.^ 


The cartoony-type drawings 
are taken from Bubsy 2, 
while the other more 
futuristic looking ones are 
the transportation ships 
from Fire Team Rogue 


BUBSY 2 

Bubsy Bobcat is back! And this 
time he's brought his young 
nephews with him. The story 
begins with an evil capitalist boar, 
namely Oinker P. Spamm, and his 
scientific die kick, Virgil Reality. 
These two freaks are the proud 
owners of the world's only 
Wompum. The Wompum, or World 
Origination and Matter Projection 
Unification Machine as it's com¬ 
monly known, has allowed Oinker 
to create the ultimate in amuse¬ 
ment parks - the Amazatorium! 

This park allows its guests to 
experience all the wonders of the 
real world through simulated reali¬ 
ty and Oinker controls it ail. Enter 
Bubsy and his new found friends. 
The Bubsy Twins have convinced 
Uncle Bubs to take them to the 
Amazatorium and upon arrival, it 
becomes clear that the park isn't 
open and there is something very 
strange going on. 

The Wompum doesn't Just simu¬ 
late reality - it actually steals it! 
Oinker can pinch sections of history 
and erase them from existence. 


Fairy Tale Castle, Biplane 
Barnstorming and Musical 
Madness. The non-linear gameplay 
allows you to choose your own 
path of play as well as any of the 
varying difficulty levels. All this 
plus all-new Bubsy speech samples 
- yes, the furry one now has even 
more side-splitting wise cracks up 
his sleeve! 

The game looks very impressive 
indeed, miles better than the origi¬ 
nal in fact. Smoother animation of 
every one of the hundreds of 
humourous sprites make this an 
enjoyble platform experience with 
bags of playability and laughs 
aplenty. Bubsy 2 is scheduled for a 
summer release. Watch this space 
for details. 


For example, since the invention 
of the technologically advanced 
Wompum, there has been much 
controversy about the existence of 
airports. Why was the government 
spending so much money on build¬ 
ing new airports when air travel 
was known to be scientifically 
impossible because the Wright 
Brothers never existed?!! See how 
much trouble Oinker can cause? 


So now it's up to Bubsy to track 
down the Wompum and Oinker 
and put a stop to all this nonsense. 
But wait! Where are the Bubsy 
Twins? Oh dear, it seems as if 
Bubsy must go and find the two 
meddlesome brats too on his mis¬ 
sion around the Amazatorioum. 
Poor old Bubsy. 

The cart boasts five different 
worlds and 15 levels, including the 
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On May 9th, Manga release their latest 
brain-curdling excursions into worlds unknown and 
unheard of. Can you keep up with the front runners 
in Japanese animation? 

once cheer up anti have a laugh 



The hero of this movie is on the 
road due to an unforeseen weather 
front. This strange phenomenon 
brought some of the strongest 
winds ever experienced. As if this 
wasn't enough to put a little down¬ 
er on your day, the wind also 
brought with it total memory loss 
for the inhabitants of the planet. 

Imagine not remembering the 
slightest thing about how you 
lived, how to drive, eat or, worst of 
all, speak. This is exactly what the 
human race has to overcome. 
Survival has become everyone's 
priority with people fighting over 
shelter, food and water. 


I t's a busy month for Manga fans 
around the nation. Four widely 
varying and mind-curdling 
releases for this month should 
keep you all out of trouble. 


THE WIND OF AMNESIA 
Much more than a gore-fest, TWOA 
marks Manga's return to the full 
length 90-minute movies that have 
been missing over the last few bit¬ 
sized releases. 

Curiously, this isn't a no-holds- 
barred action movie, it's more a 
road movie set in the future and it 
has the same sort of atmosphere as 
The Hitcher or Thelma & Louise. 
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Right: Dangaioh is 
basically a 
Transformer movie. 
The four heroes each 
have a special power 
of their own. When 
they merge this is the 
terrifying result 
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Moye: The Wind Of 
Amnesia incorporates 
a fair few oddities. 
Here’s one of them 
Left: Mermaid Forest 
is the iatest in the 
Rumik World series 
and it’s a little weird 
frankly 




More fists fly in the 
second part of the 
epic Guyver series 


The hero Wataru is re-educated 
by a young boy who has a mini 
computer installed inside his head, 
and therefore kept his memory 
when the wind came. 

After the boy's death, Wataru in 
turn has to set about re-educating 
the world and discover a way, if 
any, of preventing this disaster 
happening again. 

DANGAIOH 

Billed as an inter-stellar sci-fi ani¬ 
mation which portrays the battle of 
the forces of good and evil. Indeed. 

The four central warriors in this 
Transformer-type episode are all 
fine warriors in their own right. 
When their powers are combined 
to form Dangaioh, they become 
one of the most powerful weapons 
in the Universe. 


Captain Garimoth is the evil ele¬ 
ment in this film and along with his 
henchman, Gil Burg, they both 
need a good thumping to be quite 
frank. But nothing is as clear cut as 
it seems nowadays and this story is 
no exception. Garimoth has a few 
tricks of his own stashed away. 

Dangaioh features two episodes 
to make this 90 minute action 
movie the full length thriller it most 
certainly is. 

RUMIK WORLD: MERMAID FOREST 
The third of Rumiko Takashi's 
Rumik World series is also on sale 
at the same time. This one's 
obtained an '18' certificate. It really 
is a little odd. 

The whole film revolves around a 
legend which says that immortality 
can be obtained by eating the flesh 
of a mermaid. 
This is all well and 
good but for Yuta 
it's become a 
lonely existence. 
He's spent hun¬ 
dreds of years 
searching for a 
woman to share 
his infinite life 
with. 

After finding the 
young girl Mana, 
it seems his 
search has ended. 




forced to summon the original 
Guyver for the clash of the century 
where two fighting machines battle 
it out for survival. 

It's all In a day's work for a 
Guyver. What he can't do today 
he'll do tomorrow. But it's never 
easy for the world's ugliest hero. 

Surely it can't get any worse for 
the Guyver in the future, but some¬ 
how I think that's a little too opti¬ 
mistic for this tale. 

Part 2 of Hellkat is also printed on 
the reverse of the sleeve. It's an 
exclusive strip from the hottest 
comic talents in Japan. And guess 
what? They're Brits! 


Unfortunately others know the 
secret and with hideous medical 
experiments try to uncover the 
mystery. 

It's now up to Yuta to put an end 
to this curse once and for all. 


THE GUYVER 

Data2: Battle Of The Guyvers 
The Guyver is the ultimate weapon, 
a mysterious mecha of alien 
design. The second half-hour seg¬ 
ment of The Guyver follows 
Chronos on his mission to recover 
the stolen Guyvers. The agent he 
sends on this mission involuntarily 
becomes Guyver 2 and Sho is 
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Above: These are some of the exclusive screen shots that Super Action were able to beg off Mirage. I must note that these are only demo 
screen shots taken from a unfinished cart, so don't go moaning to anyone about how Mortal Kombat looks nicer - these aren t finished. 




Rise 

This is the future! Cheshire-based 
software supremos Mirage have 
given us a behind-the-scenes peek 
at their iatest consoie creation. 
Move over SF2, Rise has arrived! 

I nstinct Design may soon Their objective was to produce a 
become as credible as the leg- high quality, ass-kicking product, 
endary Capcom if their future within the usual time scale and 
projects have as much kick as budget, and still make it better 
their current one. Working for than the handful of quality titles 
Cheshire-based software supre- released each year. Many carts are 
mos Mirage as their in-house shoved down the nation's throats 
development team, they have each year, but only a few manage 
been bent double over the to become classic carts, 
drawing boards the past few Instinct Design and Mirage are 
months secretly developing banking on their game to ahem... 
the ultimate beat 'em-up. 'rise' to the top of the charts when 

they officially release it over here 
on several formats simultaneously, 
and judging from what we've seen 
so far, it's a very high possibility. 

Instinct have pushed back the 
boundaries of game technology by 
fully utilising today's state-of-the- 
art computer graphics and 
researching every aspect of each 
machine's hardware capabilities. 
Whatever the format. Rise Of The 
Robots will be pushing your 
machine to its limits. 

Using a technique known 
as 3D Visual Contouring, 3D 
VC for short. Instinct 
were able to create 
super-slick 3D objects 


WORK IN PROGRESS 






Splintered metal limbs ahoy! Watch in awe 
as these incredible-looking characters 
battle it out for control of the complex. My 
money is on the Supervisor - she’s mean 


Crusher droids, fighter droids, this droid, 
that droid. Why can’t they have proper 
names iike Nigel or Terry instead of droid 
something or other? 
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that were capable of moving 
smoothly in real time as well as 
being capable of being sculptured 
and manipulated to suit every situ¬ 
ation the game demanded. 

Surface textures were a cinch to 
perform. Lighting and camera 
angles were adjusted, the fighters 
set in place and the whole 3D bat¬ 
tle arena was complete. Now they 
had to work on the gameplay. As 
Rise Of The Robots was a beat 'em- 


up. Instinct drew on influences 
from other so-called classics. 

Barbarian, Way Of The Exploding 
Fist and big daddy Street Fighter 
all came under the Mirage micro¬ 
scope as they carefully analysed all 
the aspects of playability, the fight¬ 
ing moves and the game's objec¬ 
tives. Many of the current beat 
'em-ups are way too complex as far 
as Instinct were concerned and 
they were determined to have a 
finished cart in 
the same style 
as the classics, 
but a game that 
feels like it's 
worth playing 
and beating. 

The intelligence 
of the oppo¬ 
nents has been 
souped up in 
Rise Of The 
Robots so that 


the game will last the punter that 
little bit longer. Normal carts have 
algorithms controlling the fighters 
which basically means you must 
follow a pattern if you are to beat 
your opponent. Instinct have devel¬ 
oped Artificial Intelligence for their 
fighting machines, allowing the 
robots to vary their fighting pat¬ 
terns, and that, in turn, will make it 
harder for the average player. 

Mirage, Instinct and the game¬ 
buying population don't want to be 
presented with a game that can be 
easily completed, leaving you 
bored and frustrated within min¬ 
utes, and this is why they've spent 
so much time developing the prod¬ 
uct. The action should move as 
smoothly as a Hollywood movie, 
enticing players to enter this 3D vir¬ 
tual world that Instinct have so 
kindly created for them. 

The game will be played from a 
side-on perpective and the fighters 


will beat each other in three or five 
bouts, depending on the chosen 
skill level. As usual with beat 'em- 
ups, you must punch, kick and gen¬ 
erally inflict pain onto your 
opponent and hopefully drain your 
android chum of all his power. 

Your fighters are equipped with 
power moves and holding down a 
punch button for a short lenghth of 
time will produce a 'powered-up' 
blow which will zap more energy 
than the normal blows. But by 
powering up, you leave yourself 
open for attack, so the choice of 
constantly using power-ups rather 
than delivering quick, less accurate 
hits is a tricky one. 

At the end of each bout, the play¬ 
er's performance is analysed and a 
comprehensive read-out is dis¬ 
played showing the number of suc¬ 
cessful attacking moves and 
defensive ones. This information 
will suggest improvements in your 
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tiboye: The Supervisor kicks some robot ass 
with the utmost style. Below: The completely 
finished computer-generated artwork stands 
proudly on a programmer’s desktop. 
Interactive Hollywood-style movies for the 
SNES must only be months away. Imagine a 
Terminator 2 cart with this kind of graphics 





for Electrocorp, The Supervisor did 
go off the rails somewhat, ceasing 
all production in the plant and 
somehow taking control of the 
other androids. 

By reprogramming the plant's 
security system, the Supervisor 
made a blockade. After all, it had all 
the software, hardware and control 
it needed. This was the start of a 
full scale robot revolution. 

Fortunately for Electrocorp they 
had a cyborg waiting in the wings 
in case a problem of this kind ever 
occurred. The souped-up cyborg 
was flown to the plant and gained 
access through the maintenance 
tunnels. Now it's down to you 


Here we have the 
preliminary sketches 
two of the main 
characters in Rise Of The 
Robots. After the 
sketches have been 
approved, the 
programmers take them 
into the studio and bring 
them to life 


THE ROBOTS 


problem-free work environment 
and this soon became a reality as 
the company removed all human 
integration from the plant. 
Electrocorp's research team devel¬ 
oped a new android to oversee the 
manufacturing plant and called it 
The Supervisor. 

Supervisors were intelligent and 
self aware and great care was 
taken to ensure that the robot held 
its position of responsibilty and did 
not go off the rails. Unfortunately 


irS A TAD 


fighting techniques and generally 
help you perfect your battle skills. 

The story behind the game is 
nearly as complex as the software 
used to create it and all starts with 
Electrocorp. They were the biggest 
manufacturer of military and indus¬ 
trial robots on the planet and most 
of their work was done at their 
main manufacturing plant in 
Metropolis 4. 

Over the years, Electrocorp took 
steps towards creating a 
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mis IS HOW IT AU BEGAN 


• •• 


Each individual animated scenario is 
thought about from every conceivable 
angle before any real work gets done. 
The lighting, the shadows on the 
walls, the textured surfaces of both 
droid and surroundings - it’s definitely 
not as easy as it looks. Anyway, 
enough about sketches and so forth, 
when can we play the damn thing? 


This is how it all began, on a drawing board. 
The artists sketch out these rough story¬ 
boards to give the programmers some kind 
of idea of how things should look in the 
actual game. After months and months of 
careful planning, sketching, designing and 
programming, the complex intro sequence 
for the game is finally complete. If you get a 
chance to sit back and watch the intro 
sequence on the arcade machine, do it. It’s 
a complete dream. 


\ 


/ 





guys. The Supervisor's the one 
you're after, but if any other rowdy 
robot comes at you as you make 
your way through the plant, take 
care of him, move on and obliterate 
the rest. 

Rise Of The Robots is still quite 
some way from its official release 
date, but rest assured. Super 
Action will be there as always with 
the latest news as it happens. 
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Yes, yes, yes! Even more gorgeous screenshots 
for you to drool over. Just mind that you don't 
get the paper all wet now or you'll have to go 
and purchase another one! Right: Who hell he? 
Well actually he’s one of the hard working team 
members at Mirage’s Cheshire-based studios 





















To celebrate the official release of Super Strike Eagle 
on the SNES, those very kind and easy going guys at 
MicroProse HQ have kindly given us three fantastic 
MicroProse goody bags to give away. Each rucksack 
contains a funky high quality Microprose bubble jack¬ 
et, a copy of Super Strike Eagle, a MicroProse mug 
and numerous badges, key-rings and T-shirts! As per, 
all you have to do is answer the questions below. Go 
for it! 


Q1) What's the name of the fabby new shoot 'em-up 
from MicroProse? 

a) The Chaos Engine 

b) The Chaos Spark Plug 

c) The Chaos Gear Box 


Q2) Who's the main villain in MicroProse's new fabby 
shoot 'em-up? 

a) Baron Fortesque 

b) Baron Knights 

c) Baron Wasteland 


Q3) What score did Super Strike Eagle recieve when 
it was originally reviewed right here in Super Action? 










My answers are: 

1 ). 

2 ). 

3). 

NAME. 

ADDRESS 


POST CODE. 

TEL.. 
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All employees of Europress and their families are 
banned from entering. The Editor's decision is final 
and no correspondence will be entered into. 


DATABASE DIRECT, 
P.O.BOX 2 
ELLESMERE PORT 
SOUTH WIRRAL 
L6B3EA 

□ / DO NOT WISH TO RECEIVE 
PROMOTIONAL MATERIAL FROM 
OTHER COMPANIES 








Send your entries to: 

MICROPROSE COMPO 


jf/IAjyjk C THON 




















INTER EURO TRADERS 
tel/fax: 081-521-2707 
mobile: 0956-263-726 
90 Orford Road, 
London E17 90L 


• High Speed 8 BIT Micro Processor 
• Programmable Turbo/Auto Fire Functions 
O Adjustable Turbo/Fire Speed, 
2 STPE Slew Motion 
O A.I. for auto detect thetype of Video 
Game Entertainment System 
Eight Directions Precision Movement 
8 Extension Slot for Cordless 
Remote System (NOT included) 


id 


Payment by cheque. Postal 
Order, or Visa. 

Please make cheques/PO's 
payable to Inter Euro 
Traders.) 
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They may have been 
reviewed many many 
moons ago, but they have 
only just recieved an 
official UK release. Come and say 
hello to your new friends 



BIO METAL 

ACTIVISION • £44.99 % 1-2 PLAYERS 



A n intergalactic shoot 'em- 
up with a 2Unlimited 
soundtrack! What more 
could you ask for? Bio 
Metal has some excellent parallax 
scrolling sequences, but the slight 
slowing and frequent visits to 
glitchville may annoy you just that 
little bit too much. This one will 
not be completed in a day like all 







MICROPROSE • £49.99 • 1 



A lthough Super Strike 
Eagle is one of the best 
looking, smartest sound¬ 
ing and innovative games 
of the year, it may come as a bit of 
a disappointment to a lot of folks. 
It's absolutely nothing like the com¬ 
puter versions that MicroProse 
have produced in the past. The 
computer games could be desribed 
as faithful and accurate simula¬ 


tions, but the SNES version falls 
simply and neatly into the action 
category. This is a very special 
shoot-'em-up indeed. It has all the 
weapons, all the thrills and all the 
fun you could ever want - it's Just 
that it isn't 
really a flight 
simulation! 

Never mind. 

That's why it 




2 PLAYERS 

scores so highly because no-one 
here partciularly likes flight sims. 
The SNES wasn't built for 'em any¬ 
way, was it? 
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ACTIVISION • £49.99 % 1-2 PLAYERS 


T his is an excellent combi¬ 
nation of strategy and 
shoot-'em-up. There's 
enough action to keep the 
ardent bloodfest addict happy, 
hand in hand with techy speccy 
stuff that train spotters will go 
weak at the knees over. If all you 
want is a quick blast of big fight 




action, there is a practice level for 
you. Otherwise, every time you 
start the cart up it will take you 
about two hours 
(at the very 
least) before you 
come up for air. 

It's enjoyable 
and very involv¬ 
ing but also 
annoying when 
you build up 
your Mech and 
get on the trail 
of the Dark Wing 
Lance only to 
have your ass 
shot off because 
your machine 
overheated. 


SIMCITY 

NINTENDO • £19.99 •1-2 PLAYERS 


T he classic building sim hits 
your Nintendo at long last. 
Create the city of your 
wildest dreams in this 
totally absorbing conversion of the 
ST original. Develop large industri¬ 
al communities, burn down hous¬ 


ing estates willy 
nilly - you can 
do whatever you 
desire. Not as 
detailed as I'd 
first expected, 
but still a top notch cart. 





SUPER ACTION ^9 









































































































ACCLAIM 


The hyper-violent cat and mouse 
duo from hell have progressed 
from a walk-on part in The 
Simpsons to their very own 
console cart. But will it be able 
to cut the mustard? 


A ny of you out there who 
have ever witnessed an 
episode of the Simpsons 
will know exactly who 
Itchy and Scratchy are. If, by some 
freak of nature, you haven't seen 
their exploits on Sky One every 
Sunday, I'll fill you in on what's 
going on. 

Good old Bart Simpson, like his 
father Homer, enjoys a bout of telly 
watching and his favourite pro¬ 
gramme happens to be a two- 
minute cartoon show that appears 
on Krusty the Clown's regular 


afternoon slot, namely The Itchy & 
Scratchy Show. 

The whole cartoon is based 
around two psychotic characters. 
Itchy and Scratchy, and their equal¬ 
ly psychotic adventures. Imagine a 
Tom and Jerry cartoon that went a 
little too far with the 'violent 
pranks' and something resembling 
Itchy and Scratchy would be the 
end result. 

These two guys don't skirt 
around the violence issue by cheek¬ 
ily placing mouse traps all around 
the place or having lots of laffs 



with a frying pan. Oh no, these two 
go straight for the jugular. 

Itchy is the small mouse who 
tends to dish out most of the pain 
and suffering throughout the car¬ 
toons and poor old Scratchy the cat 
is unfortunately always the one on 
the receiving end. Decapitations, 
impaling, electrocutions, poisoning, 
endless oversized blunt instru¬ 
ments - pain is definitely the main 
element wherever Itchy & Scratchy 
are concerned. 

Now those funky dudes at 
Acclaim (the chaps behind such 


console classics as Mortal Kombat, 
NBA Jam, T2 and many more) have 
created a SNES cart featuring our 
two favourite butchering bone- 
heads and it's coming your way 
very soon. 

The game is exactly like the 
famed cartoon series in every way. 
You play Itchy the mouse and it's 
down to you to complete the lev¬ 
els, avoid the usual platform bad 
guys and, of course, inflict as much 
pain and suffering onto Scratchy as 
possible. 

All this may sound simple 
enough, but believe me it isn't! The 
cat and mouse action is set 
throughout several weird and won¬ 
derful lands. Starting off in the 
jurassic era (complete with minia¬ 
ture Scratchys carrying huge thigh 
bones), you move on through the 
underwater levels and battle your 
way to the end of the medieval 
stages. It's all such great, harmless 
fun! Honest! 



Robot canines roam the vast landscape before you. Simply give 
them a whack with your hammer and move on 



A teddy bear workman drills holes through the hard concrete as 
Itchy just stands and watches the action. 



50 SUPER ACTION 

















































Left: Each new level 
begins with an Itchy & 
Scratchy intro screen 
- just like in the 
cartoons 


Right: Rambo Itchy and Sly 
Scratchy shimmy down ropes 
at the start of the game. 
Shoot each other and then 
have a daft laff 


THE BOOHTY 




They’re fun, they’re fun, 
they’re fun, they’re fun, 
they’re fun, fun, fun, 
fun, fun, fun, fun, the 
Itchy and Scratchy 
Shoooooooow! Boo ya! 

A comical platform 
game stuffed full of 
violence and oversized 
hammers - just what 
the doctor ordered. 
Perfect for getting rid 
of your frustrations, 
whatever the censors 
might say. 

This should fit nicely 
into the Acclaim/ 
Simpsons series and it 
definitely offers a little 
more than just another 
naff platform cart for 
all of you who have 
enjoyed the first few 


Left: Itchy hoists a jolly 
Scratchy flag and says hello to 
Mr Cadburys parrot. Below: 
Itchy kindly squashes poor old 
Scratchy with a huge club 


On your way through these his¬ 
toric, hysteric levels, you'll pick up 
numerous novelty items to help. 
Big booming bazookas, large mal¬ 
lets, several rocket launchers, the 
list goes on and on. All these 
weapons will no doubt reduce poor 
old Scratchy to either tears or a pile 
of ashes and possibly reduce you to 
fits of laughter too. 


As I've said, the cart will be 
released through Acclaim some 
time in the very near future, as will 
Acclaim's other Simpsons game. 
Virtual Bart, previewed on page 58 
of this very issue. We'll have full 
reviews of both these products 
quicker than you can say 'Doh!', so 
you'd better just watch this space 
hadn't you? 


Left: In the second 
stage, Itchy finds 
himself inside a 
haunted house. 
Except it’s not very 
scarey, or haunted 
come to think of it 


With one whack from your oversized mallet, Itchy can squash 
Scratchy right into the ground 


The dancing hippos from Disney’s Fantasia make a star 
appearance in the Itchy and Scratchy game. Mmm, really?!! 


Bart carts. JAY 
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The umpire uses signals from real life 
volleyball to rub it in when you miss. He’s 
animated, by the way, just to make you feel 
even more gutted when you have a ’mare 






After all the basketball games of 
late, it’s refreshing to know that 
taii peopie can actuaiiy play other 
sports. Volleyball for example 


A sk anyone to name a 
sport that involves 
knocking a ball over a 
net and they'll reply 'ten¬ 
nis'. That's because tennis is a 
deadly serious professional sport in 
which super-fit players compete in 
multi-million pound worldwide 
tournaments. 

Ask anyone to name a sport that 
would suit tall people and the reply 
is inevitably 'basketball'. 

This sport, although not as uni¬ 
versal as tennis, still attracts fanati¬ 
cal crowds and big-name, well paid 
megastars. Morph tennis and bas¬ 


ketball together and you get volley¬ 
ball, a minority sport that hardly 
anybody watches. 

Simulate it on the SNES and you 
get Hyper V-Ball, a volleyball game 
with a few robot teams thrown in 
to make it a bit more 'exciting'. 

The idea behind Hyper V-Ball is to 
play a few regular matches 
between standard men's or 
women's teams to get a feel of the 
gameplay, then move on to the 
rough and tumble world of the 
futuristic Hyperleague. 

With a side-on angled view, the 
gameplay is limited and linear 


UBISOFT 


though fairly playable. While real 
life volleyball is played with teams 
of six players. In Hyper V-Ball, 
because of the limitations of the 


side-on perspective, there are only 
four players on each team. 

The player you control is selected 
automatically by the computer - 
you know which one he is as he 
glows as if overdosing on Sellafield 
Ready Brek. When you're the one 


defending, however, you can also 
control the two players nearest the 
net to try and block your oppo¬ 
nent's smash (called a spike, as vol¬ 
leyball fans will readily tell you). 

In regular play only the B button 
is used, but in the Hyperleague the 
Y button can be used a limited 
number of times to perform special 
power shots. 

Hyperleague mode is by far the 
best option. The laws of physics 
are broken all over the place when 
Hyperleaguing. For example, when 
the ball splits into three, when 
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Above left: Japan are in the lead and iVs their turn to serve. 

Above right: The women’s teams are a bit different - they’ve got perms. 
Below: The Automobile Association Anonymous team prepare to serve 
against the mighty Playtex side. What’re ya sayin’, like? 




Hyperleague V-Ball is 
reminiscent of James Khan’s 
Rollerhall. The trajectory of 
the ball starts going a little 
crazy, too 


Look out for the spectacular 
backward leaps, the pointing of 
accusing fingers when a team loses 
a point and the bizarre space 
stretcher which floats down when 
a member of a Hyperleague side is 
laid out by the metal ball. 

Find out more about Ubisoft's 
Hyper V-Ball - a game that gets 
more bizarre the more you play it - 
when it's reviewed next month. 
Until then, have a laugh at the pre¬ 
view screenshots. 


serves hurtle across the court, then 
bomb down at a right angle and 
when the ball suddenly veers floor- 
wards shaking violently from side 
to side. 

There's also a shot where the bail 
skips in mid-air way above the 
court like a flat stone skimming off 
an invisible lake. 

You may have noticed that there 
isn't a beach volleyball option. So 
that means there are no bleached- 
blonde, buxom, bronzed babes 
here, but there is 
the chance to create 
your own teams, ||||«|||mh|| 
with specific skills 
to of 

your four players. 

This almost com- 
pensates for the dis- 
tinct lack of sun, sea 
and sand action. 


I FIRST LOOK 




The background of the crowd and scoreboard 
changes to a hi-tech look when Hyperleague 
mode is selected 


The highlight of Hyper V-Ball is when you 
lay out an opponent with the ball and a 
space stretcher takes him away 


The side-on only 
perspective gives Hyper 
V-Ball a poor start. If 
you were hoping for a 
realistic volleyball 
simulation, forget it. 
This is not to be taken 
too seriously but fun to 
play for a giggle. 

There are loads of 
weird quirks such as 
the pre-match screen 
having six players on 
each team, then the 
match only having four 
a side. 

Everything’s a little 
bit slow, but once tbe 
few special moves have 
been mastered it’s 
good, clean fun and 
worth more than just 
the one go. See how it 
fares next month. ALEX 
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Above: A combination of the four main bosses, this guy takes Above: Behoid! The magicai speed boots! Add these futuristic 

some serious battering. Power up before you try though hi-tops to your ever increasing arsenai and you’ii be iaughing 




Above: Boss number two comes in the shape of this buibous 
sweiiing piant creature. Kiii, kili, kiii! 



Uncle Nintendo has quite a few 
exciting carts up his sleeve this 
year. We take a sneak look at the 
first of the funky bunch 


S ome of you may remem¬ 
ber Metroid on the NES. It 
was originally released 10 
years ago and subse¬ 
quently followed up by the awe¬ 
some Metroid 2 on the Game Boy 
last year. 

Now Nintendo have added anoth¬ 
er member to the Metroid family 
tree in the shape of Super Metroid. 
The game begins where the last 
one took off. That means you're 
Samus, the space chick with atti¬ 
tude, and you're back in town to 
fight the evil Brain again. 

If none of you have ever played 
any of the Metroid games then 
you're probably wondering what 
I'm going on about. Well, Samus 
was originally sent to the planet 
Zebes to destroy the Mother Brain, 
but when this was done, an incy 
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place is jam packed full of grue¬ 
some aliens and the like. 

But luckily for Samus, the dim 
witted space dweebs have care¬ 
lessly left plenty of assault suit 
add-ons dotted around the planet, 
so she can simply stroll around the 
complex and collect all the icons. 
Simply? I think not. 

The whole game is a brain bend¬ 
ing, action packed piece of space 
software and I think you're all 
gonna love it. It's not a case of Just 
wandering around shooting seven 


shades of plasma out of every¬ 
thing. Oh no, you actually have to 
think about this game. 

Each problem that confronts you 
must be solved, not nessessarily 
right there and then, but in the 
end, everything must be done. 
You'll find yourself in tight situa¬ 
tions where your bulky frame can't 
fit through the smaller-than-small 
gaps in the walls, so you must col¬ 
lect an icon which can help you 
out. In this instance it's the magical 
morphing ball. 


Above ieft: Your mission wiii take you through severai weird and 
wonderfui iands. This one, for exampie, is a bizarre Bower-infested 
piece. Above right: Shoot at the biocks and they’ii expiode, ieaving a 
secret exit avaiiabie to you 


wincy piece of the Mother Brain 
managed to got loose. 

Now this microscopic membrane 
is causing havoc once again and 
Samus must buckle on her assault 
suit and blow it to kingdom come 
for the third time. As usual, all the 
action is set on a crumbling planet 
on the brink of destruction and the 














































What a beauty! This is a 
futuristic Zelda clone 
blended nicely with 
some heavy Turrican 
influences and I like it. 

It has ultra smooth 
animation, some very 
addictive gameplay and 
enough annoying brain 
teasers to last you a 
life time. 

Stop waiting around 
for the next SF2 instal¬ 
ment, put your money 
in your savings account 
and mark it clearly 
‘Metroid Money’. You’ll 
play this for hours upon 
hours until you com¬ 
plete it. And then you’ll 
probably do it all again, 
just for the thrill. This is 
definitely Nintendo’s 
finest hour. JAY 


I FIRST LOOK 


Left: The bug¬ 
eyed robot 
guards only need 
two hits and they 
are history. Once 
they’ve vanished, 
collect the 
bounty of power- 
ups they leave 
behind 


Below: Samus must blast the nasty 
wall-climbing aliens before they 
reach the top, otherwise they will 
zap her energy and she will die 


OID 

NINTENDO 


Right: These 
strange-looking 


a power-up. Shoot 
at the arms and 
they’ll reveal a 
little treat 


Speed boots, hyper jump boots, 
several gun boosters, bombs - 
you'll need them all if you're gonna 
be successful in this mission. You'll 
find things and rack your brain try¬ 
ing to work out where you could've 
used them, and then hours later 
you'll remember and rush back to 
your console to try out your theory. 

It's all very puzzle orientated, 
with a slight essence of Zelda to 
boot. Nintendo have kindly added 
an excellent save facility, so you 
don't have to start from scratch 
each time either. What nice guys 
they are! 

If you're pondering over which 
SNES cart you should start saving 
up for this summer, then I would 
strongly recommend that you put 
Super Metroid at the top of your 
most wanted list. 

I played it for hours on end, got 
nowhere near completing it, and 
still wanted to go back for more. 
Basically addictiveness is what you 


really need in a video game, 
despite what the politicians and 
do-gooders say, and this cart posi¬ 
tively reeks of it. 

Play it once and you're going to 
be hooked for the rest of your nat¬ 
ural life, or until you finish it, 
whichever comes first. Cool graph¬ 
ics, a nice ambient soundtrack and 
loads of scope. This game is large. 


Left: Using your morphing 
ball, you can avoid the 
alien’s laser blasts 


Above: Up? Down? Left? Right? The exit 
possibilities are huge in Super Metroid 
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From this day forth, may all other ice hockey 
simulations that have come before it be banished to 
the festering game drawer of doom for all eternity. 
For today we have a new god, and he kicks ass 


Below: Possibly the 
smallest ice hockey game 
known to man - or is it? If 
you fancy viewing the game 
from outer space, then this 
is the angle you require. 
Left: Here’s another one of 
those different playing 
angles. Above: Oh look! 
There’s another one. Isn’t 
this fun? 



T he ins and outs of console 
ice hockey have, in the 
past, been slightly dull. 
We've been subjected to 
the EA Sports NHL updates every 
six months and the only other ice 
hockey sim to reach our shores has 
been the incredibly sad Hit The Ice. 


In the beginning, NHL had it all. 
An excellent conversion of its Mega 
Drive conterpart, with plenty of 
options, numerous stats and slick 
scrolling. Everyone loved it and 
nearly everyone bought a copy. 

Then they decided to repackage it 
and try to sell the public the same 
NHL game, but 
with extras. For 
me, these so- 
called extras 
weren't anything 
special and the 
game remained 
basically the 
same. 

Hit The Ice on 
the other hand 
was downright 
ridiculous. 
Comedy sprites 
set in a three inch¬ 
wide playing area 
with the odd squid 


a: 


flying onto the rink for added 
'amusement'. It wasn't the greatest 
hockey sim around, nor did it pre¬ 
tend to be. 

So what now? What if I want a 
game of ice hockey, but I don't 
want a really serious game, a la 
NHL, nor do I want Carry On 
Fucking? Is there a half decent ice 
hockey sim out there that doesn't 
require me to learn the complete 
rules of the game back to front? 
Well, actually... there is! 

Super Ice Hockey is the saviour's 
name and it's neither mature nor 
stupid. This cart is just an easy 
going, playable game with no 
added squids or seriousness. You 
are given the choice of four differ¬ 
ent playing angles when you 



venture out onto the ice and as you 
would expect, some angles are eas¬ 
ier than others. 

All the incredible angled view 
points use the funky Mode Seven 
facilities to the max, and no matter 
which way you play, it's fluid and 
awesomely addictive. The action 
moves very quickly down on the 
rink (the designers have even 
installed a stop button in case you 
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CKEY 


MARUBENI 



get too carried away) and this real¬ 
ly is the Super Tennis of ice hockey. 

You have three game modes to 
mull over. First I suggest a few 
rounds of The Vs game, where you 
and three pals can get to grips with 
your sticks and familiarise your¬ 
selves with the style of play over a 
set of one-off matches. 

Then try the Olympic Game, fea¬ 
turing a tournament complete with 
Olympic-standard schedules. In this 
mode, the best eight teams will 
qualify for the medal round where 
your squad has a crack at taking 
home the gold. Finally, the 


Tournament Game features teams 
from 16 countries around the 
globe. Since Super Ice Hockey is 
multitap friendly, you can battle 
with other players for the title or 
play together on the same team 
and be really chummy and nice to 
each other. 

Not only does it have four angles 
and three game modes, but it also 
has four fully selectable playing 
speeds too! This lets you 'up the 
tempo' of the game, allowing 
tougher, meaner, harder teams to 
hit the ice and square off against 
you and your hapless pals. 



Right: Here we have 
the ice hockey 
equivaient of a kick 
off. I’m not too sure 
what it’s actuaiiy 
caiied, hut I’m sure 
some know-it-aii wiii 
write in and inform 
me. Ho hum 




It’s all very smooth and 
slick as this sort of 
game really ought to be 
and I can honestly say 
it’s the best ice hockey 
simulator that I’ve ever 
laid my grubby little 
hands on. 

The changeable 
angles, the different 
speed settings and the 
varied gameplay give 
Super Ice Hockey the 
edge over all the other 
simulations currently 
festering at your local 
games emporium. It’s 
the only ice hockey sim 
worth the money. 

Forget Hit The Ice and 
just pray that this gets 
released before we see 
yet another NHL 
improvement. JAY 


Here’s the piay from another angie. You like? 


9 t 


Right: It’s a home 
win to the 
American team 
and the opposition 
are none too 
chuffed, is that 
the best you can 
do, Yankie? 


We’ve paused the game to take a shot. Mmm... 


Olympic games are so much fun. Honest 
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Left: Dine Bart faces a whole host of 
prehistoric prohlems in this Jurassic 
adventure. Above: This is a game of skill and 
accuracy - you must throw the vegetables at 
innocent passers-by. Wow, cool man! 


The Lawnmower Bart is here on 
the SNES and in this iatest 
Simpsons iicence you get the 
chance to piay some of the 
funnier scenes from the 
cartoon series. Yee har! 


I t's science project time at 
Springfield High School and 
amongst all the geeky 
American kids, the fully func¬ 
tional volcanos and orbiting space 
shuttles is a virtual reality machine. 

Bart Simpson is intrigued and 
wanders up to have a look at this 
wondrous machine. From the 
moment he steps into the 


gyroscopic frame, he gets this nig¬ 
gling suspicion that it is an 
extremely bad idea. As the straps 
enclose him and the head piece 
lowers down, he begins to panic 
but it's too late, Bart is transported 
into a virtual world where just 
about anything is possible. 

This is the scenario for Acclaim's 
new Simpsons licence. Virtual Bart, 


the release of which coincides with 
their other Simpsons tie-in Itchy 
and Scratchy. The beauty of a game 
that involves virtual reality is that 
normally unassociated subjects fit 
together perfectly. This means that 
the game can have a huge variety 
of elements and playing styles 
without appearing confusing. 

The window into Bart's virtual 
adventures becomes the machine 
at the science fair which is remark¬ 
ably like the 'wheel of fortune'. Bart 
spins round and round past several 
icons, representing the different sit¬ 
uations available. 

All the games relate in some way 
to some Simpsons adventure taken 
from within the family's cartoon 
series. For example. The Virtual 
Water Slide game relates to a 
Simpsons family day out to Duff 
Gardens where Bart went for a ride 
on a huge water slide . 

Once on the ride, you must guide 
him through the maze of tunnels 
collecting beach balls and avoiding 
small children and fish(!?) until you 




The skeleton at the top of the screen indicates Bart’s physical condition 
es he gets spun round in the VR machine 
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Avoid any airborn dangers especially when it's 
your little sister 


reach the end. There are, however, 
a couple of other hazards in your 
way. It just so happens that Homer 
has gone down the slide before 
you and, being so fat, he has 
become jammed like a beached 
whale in the tube. If you take a 
wrong turning then you'll come 
across a gigantic blob blocking 
your path which will bounce you 
some way back up the tube so you 
can alter your direction. 

In a completely different vein, the 
Krusty's Pork Factory adventure 
sees Bart in the form of a pig trying 
to save his unfortunate swine 
friends from becoming Spam. This 
requires you to first avoid Krusty, 
who is armed with a decidedly 
nasty array of boar-battering imple¬ 
ments including an electric cattle 
prod and a large, blood-soaked 
mallet (sick!). Having successfully 
eluded the psychopathic clown, 
you must face the brutal horrors of 
the pork packing machines. This is 
one curious game! 

Following on from the Porky 
problems, there are adventures set 
in Springfield . The Nuclear power 
station where Homer works is 
































































Right: The post- 
apocalyptic 
Springfield is 
the perfect 
setting fora 
Mad Max-style 
game 


Above: Little Bart swings from tree to tree in 
this virtual haby adventure. Be careful not to 
fall off and land in the grass below 


SCOltC ,:— 

Q0003Q00 




Mega-fat Homer blocks the path in the 
waterslide but don’t worry, his immense 
blubbery-ness will bounce you back up the 
tube to take an alternative route 


Right: This is Springfield, Bart’s 
home town. Note the rather 
dominating nuclear power 
station where Homer works 


ACCLAIM 


situated in the middle of the town screaming as you force him back 




Basing the game on a 
trip into virtual reality 
world was a particularly 
good move because it 
means that numerous 
different gaming styles 
can be thrown together 
to form what looks to 
be a pretty decent 
package. 

The games show lots 
of imagination and 
range from the 
ridiculous to the very 
sick but all are highly 
amusing, initially at 
least. Whether this will 
turn out to be as pol¬ 
ished a product as we 
have come to expect 
from Acclaim of late 
remains to be seen, but 
I really do hope that it 
will be. NEIL 


and one day it goes critical and 
explodes. The barren desolate land¬ 
scape that remains is the perfect 
setting for a Mad Max-style road 
chase. Bart jumps on his motorbike 
and speeds his way along the track 
chased by chariot-riding, bike 
chain-wielding maniacs. 

Taking a completely different tack 
again. The Dinosaur Adventure 
sees Bart in a prehistoric platform 
game as a dinosaur where he must 
fend off marauding triceratops and 
pterodactyls in search of the rest of 
his family. Curiouser and curiouser! 

On completing one of the games, 
the head piece comes off and Bart 
is returned to reality looking a little 
queezy. There is no time to mess 
about though and Bart starts 


into the VR machine. 

Virtual Bart isn't quite finished 
yet but even now, it's looking like it 
could be a lot of fun. Graphically 
this offering isn't up to Acclaim's 
recent standards and it has the 
appearance of a somewhat pixelly 
old NES game but is still not bad. 
There are some great Bart speech 
samples in the game which certain¬ 
ly make up for the graphics to 
some degree. The one thing that 
can be said about this game is that 
it is definitely odd. It's a strange 
idea but with a bit more work on 
ironing out the glitches it could 
work well. Check out the full 
review hopefully coming very soon 
in the one and 
only Super Action. 


FIRST LOOK 


Below: At Krusty’s pork 
factory you must avoid the the 
sadistic clown with the 
electic cattle prod and save 
all the little piggys 
in the process 


I 


Above: Here is the virtual reality machine 
itself and basically you must stop the rotating 
wheel at the adventure you want to play, each 
being a different style of game 
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Right: No he hasn’t been caught 
napping on the job, he's just 
recieved a particuiarly heavy beating 
from Mr Lee. Below: The man 
himself, Bruce Lee in full effect 


Above: The very obvious too-many- 
cooks gag is looming large but I will 
resist temptation. Here Bruce takes 
on two opponents in the alleyway 
outside Gussie Yang’s Kitchen. 


VIRGIN 


Martial arts and Bruce Lee were 
made for each other, as much as 
the SNES and the beat ’em-up. 
So it comes as no surprise that 
Virgin have created a hot new 
game around the life of this 
mysterious character 


Right: A scene taken 
from the 32nd day of 
filming Enter the 
Dragon. Watch out for 
those claws, they’re 
very nasty. Below: The 
Bruces take on a rival 
fighting expert who 
has come to challenge 
their unique style of 
martial art, JeetKune 
Do. Sadly they seem 
to be losing 


D ragon is the game of the 
movie of the story of 
Bruce Lee's strange life. 
Born Li Yuen Kam 
('Protector of San Francisco') in 
November 1940, Lee moved to 
Hong Kong at the age of three. 
Whilst in Hong Kong, the young Li 
Yuen Kam began to see apparitions 
of ancient Samurai warriors. 

His mother saw these as demons 
sent to destroy her son and indeed 
this spirit was to plague Lee con¬ 
stantly. To protect him, she gave 
her son three mirrors to ward off 
the evil and Bruce kept these close 
to him throughout his short life. 

It was in Hong Kong that Lee 
learnt and mastered a particular 
form of martial art known as Wing 
Chun Kung Fu which specialised in 
long range kicks and punches. 
Bruce trained for many years and 
created his own form of specialised 
street fighting called Jeet Kune Do. 

Bruce left Hong Kong and moved 
back to America to make his fame 
and fortune in the movie industry. 
At only 140 pounds, many didn't 
take him seriously but he perse¬ 
vered and his magic was soon 
noticed. He went on to make many 
films and create some of the most 
spectacular action scenes ever 
seen. Amazingly, the fighting 
sequences in his most famous film. 
Enter the Dragon, had to be slowed 
down because he was too fast for 
the camera. 


Bruce was determined to make it in America 


His method of combat had no set 
moves and this made it perfect for 
exciting fighting sequences. Some 
of his trademark attacks were quite 
stunning. Using his one inch 
punch, for example, he could knock 
someone to the floor by merely 
flicking his wrist. 

Lee died in 1973 whilst filming 
End of the Dragon. The coroner's 
report claimed it was a brain oede¬ 
ma caused by an adverse reaction 
to a simple headache tablet. Many 


Left & Below: Probably the only thing Bruce 
was scared of was this samurai demon who 
haunted him throughout his short life 


Bruce has his first meeting with the evil spirit 
when he is only a young child 
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Left: The blue bar in the top 
left hand corner indicates 
that you can use the 
Nunchaku to paste your 
opponents 


Left: Hello sailor! 
Bruce battles at the 
Lantern festival 
Above: These are the 
three mirrors given 
to Bruce to ward off 
the evil spirits that 
haunted him 
throughout his life 


Right: Smash the 
huge ice blocks 
using a combination 
of punches and kicks 
or they will push you 
all the way back to 
the beginning 
of the level 


moves which you must learn if you 
are to beat them. All the action 
takes place in scenes from the 
many Bruce Lee films or from his 
personal life, so you find yourself 
fighting on the set of Enter the 
Dragon or doing battle with his 
personal demon. 

Although this is a fighting game 
along similar lines to those that 
have gone before, there are a few 
unique elements to the game. The 
three player option is unusual and, 
using the Multitap, you can have an 
every-man-for-himself situation, 
which proved to be very successful 
in the Super Action office, it is also 
possible to have a two-player 


versus game or a two player 'join 
forces against the common 
enemy'-type game. 

There can be very little doubt this 
is going to be a massive game that 
you should start saving up for now. 
When this comes up for review 
soon, I am quite prepared to physi¬ 
cally fight for the chance to play it 
again. Keep it here! 


performing good combinations of 
moves, a performance bar at the 
top of the screen will grow. When 
it reaches a particular level, Bruce's 
stance changes and you can use a 
host of other super fast attacks. 

If the bar rises high enough, then 
out come the Nunchakus and the 
action changes again. Some of the 
special moves are also extremely 
impressive. If a player has fallen to 
the floor, then by jumping up 
directly above them and pressing A 
and Down, you will perform a dive 
bomb attack which brings Bruce 
crashing down on the opponent's 
head with a positively neck-twist¬ 
ing crunch. 

The 'intelligent' characters in the 
game are all formidable foes with 
individual fighting styles and 


of his closer friends claimed he had 
been troubled by the demon which 
had haunted him since birth. 

The game follows the Bruce Lee 
story quite closely and although 
this is only a preview, I have to say 
that it is looking quite superb. 
Graphically gorgeous, with huge 
sprites and fantastic backdrops, the 
animation in Dragon surpasses the 
majority of other fighting games on 
the market. I think that what we 
have here is probably the strongest 
contender to Streetfighter II Turbo 
yet seen. 

There are over 30 different moves 
to master across three different 
fighting modes as well as a selec¬ 
tion of special attacks. Normal 
mode allows all the usual kicks, 
punches and chops but by 


FIRST LOOK 


smash the ice 
blocks to face the 
big boss. Right: A 
man with a big 
chopper comes 
spinning your way! 


Above: Bruce batters his own alter ego by 
stamping on his head. The spine twisting 
crunch is a little on the sick side 
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This has the look and 
feel of a SNES classic 
in the making. Excellent 
graphics and gameplay 
make it one of the best 
games I’ve played this 
year. Even though this 
is only a preview it is 
obvious to anyone who 
has seen the game that 
it IS going to be big. 
Unlike most other 
fighting games, Dragon 
has enough moves and 
playability to legiti' 
mately allow compari¬ 
son to SF 11. Whether it 
surpasses the reigning 
beat 'em-up champion 
remains to be seen, but 
it stands a real chance 
of making a sizeable 
dent in the egos of 
Blanka et al. NEIL 
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FronfNew York 
city to the Wild 


Entertainment's car 
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Right: There are plenty of 
problems to be had aboard 
the speeding locomotive on 
the way to the West 


sewers which will 
provide your route 
from the city. Along the way you 
must collect money and icons 
which will increase the power of 
your pistol. 

It's also worth looking around 
some of the clothes lines higher up 
in the buildings because you may 
find a few 1-ups . As with most 
platform-style games, you face an 
end-of-level baddie - funnily 
enough at the end of each level. 
Most aren't too bad - it's just a 
case of shooting them whilst avoid¬ 
ing their weapons, all fairly 
standard stuff. 

In the sewers, Fievel 
finds a small tin can 
which he fashions into 
a small boat. Again you 
must progress through 
the level collecting 
money and icons. 
Some instances will 
require you to get your 
paws wet but hey... 
that's life. Watch out 
for the dog fish and the 
dive-bombing bats 
because if you are hit 
by them you lose a 
heart. Lose just three 
and you're an ex¬ 
mouse. 

Once you have pro¬ 
gressed through the 
sewer levels then 
Fievel makes his way 
to the rail track to try 


Well cheers mate, thanks for your 
encouragement and praise 

and hitch a lift to the Wild West 
country. Boarding the train is a lit¬ 
tle more complicated than you 
would perhaps imagine. Rather 
than climbing aboard at a station 
like any other normal mouse, hero¬ 
ic Fievel decides he will attempt to 
get on the train whilst it's moving. 

Remember kids boarding high 
speed trains whilst they are travel¬ 
ling at speeds in excess of 80 mph 
is rather dangerous and is not 


Shoot the golden icon with your water pistol and you will reveal an extra life 


dastardly plan that this cad of a cat 
has in store for his nearest and 
dearest, he sets off to rescue them. 
Armed with only his trusty water 
pistol, he makes his way out West 
only to find that there are dangers 
lurking around every corner. 

Fievel's adventure begins on the 
mean streets of New York. Hopping 


between the roof tops, you must 
make your way through the cat- 
infested alleys in search of the 


Left: Whilst on the train, avoid 
the eagles and leap over the 
barrels or you'll fall 
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Originally created by 
Hudson Soft, the peo¬ 
ple that brought us 
Super Bomberman, An 
American Tail is now to 
be released through 
Virgin. The game is plat¬ 
form action at heart but 
there is an impressive 
emphasis on cartoon- 
style graphics and 
tunes which work very 
well. This is primarily 
because the cartoon 
film on which the game 
is based is itself so 
visually powerful. 

It’ll need a full review 
before I can comment 
with any degree of cer¬ 
tainty but first impres¬ 
sions are good, so 
check out next ish for 
the lowdown. NEIL 


Hevel gets it as the dog fish catches him 
unawares in the sewers 


This hotei isn't a very hospitabie piace to be, 
so watch your back 


Boarding the train isn't as easy as it iooks. You aiso have to avoid the roiiing bouiders 


Beiow: Cat R. Waui 
attacks you with a 
stupid puppet who 
spits gohstoppers 


endorsed by any of the Super 
Action dream team. As well as the 
associated dangers of his train-surf¬ 
ing tomfoolery, Fievel should of 
course have purchased a valid tick¬ 
et in order to avoid possible crimi¬ 
nal prosecution. 

To catch up with the speeding 
locomotive, our mousey mate hops 
on a mine cart and races down a 
track running parallel to the train. 
Little does he know that Cat R. 
WauTs desperado henchmen are 
hot on his trail. 

Not only must he avoid their 
high-powered pump action pop 
guns (remember this was a cartoon 
made for youngsters) but some 
inconsiderate swine has gone and 
placed huge great boulders on the 


track. These will not only destroy 
your cart if you hit them, but also 
become dislodged from the track 
and will roll Indiana Jones-style 
towards Fievel. 

After getting crushed to death 
lots of times, you will eventually 
jump on the train and make your 
way to the Wild West. Like every¬ 
thing in Fievel's life, this leisurely 
train journey inevitably turns into a 
nightmare of dodging bullets, 
avoiding hungry eagles, and leap¬ 
ing carriage couplings. 


Eventually you 
will reach the West, 
only to be faced with 
a whole host of other 
problems, ranging 
from quick sand to 
rattle snakes (these 
actually look like 
large centipedes) and 
of course the evil Cat 
R. Waul. 

As with the 
film, the animation and backdrops 
are very impressive. Nice parallax 
scrolling really looks good in New 
York city. Similarly there are pleas¬ 
ant tunes wafting around all over 
the place. This game makes no 
attempt to be a kick-ass plethora of 
platform violence, but turns out to 
be a solid 'nice' game that I feel 
sure is aimed more at the younger 
end of the market. Having said 
that, some of the most aggressive 
and blood thirsty SNES players I've 
met have been about five years old. 

My first impressions of An 
American Tail were quite 
favourable. It offers nothing new or 
exciting but it is a big bold game 
with a fair amount of appeal. I'm 
not sure it will satisfy platforma- 
holics and I will have to play it fully 
before passing judgement. 


Those fish can jump reaiiy high so you'li have 
to time your evasive actions preciseiy 


New York city where it aii began. Fievei 
departs from here to find his famiiy 


This spider is a totai pushover. Simpiy stand 
on the crates and keep biasting 
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12 megabytes of 
lightning fastwtion, 
stunning mode 7 
graphics, 3 different 
player perspectives, 
14 enormous levels, 
digitised speech and 
sound effects, near 
impossible challenges 
to your speed, skill 
and control - new 
Super Empire Strikes 
Back is even more 
spectacular than 
the award winning 
Super Star Wars. 

Don't even think 
of missing it. 

Available January 
1994. 


"The most eagerly 
awaited film license 
for ages." 

Tim Boone, Editor 
NMS 


"It's destined to 
become a classic. 

It's got the lot. 
Superb graphics 
and sound, excellent 
gameplay, varibd 
action and loads 
of levels. " 


94%C+VG 
November '93 


Super Empire Strikes Back Game 1993 
Lucasarts Entertainment Company.^ 
Star Wars is a registered trademark of 
Lucasfilm Ltd. All rights reserved. 
Used under authorisation 


BAN 

DAI 


Bandai UK 

Hedge End, Southampton. S03 4TX 
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W o'll, ahorn, kick off with 
Sony's football best 
seller, Sensi. The ver¬ 
sion that topped the 
(jarne cfiarts last year has had a 
face lift The new and improved 
International Sensible Soccer 
Limited Edition (?!!) has indeed had 
a stern talking to from the coach 
and has bounded back onto the 
interactive pitch postively brim¬ 
ming witfi user friendliness. All the 
new World Cup data, teams, 
groups and players are included, as 


is a choice of two different strips, a 
shoot-on-goal facility and an after¬ 
touch control of height and curve 
of ball. 

You've now got computer-assist¬ 
ed passing, sliding tackles, diving 
headers, replays and the all impor¬ 
tant save game facility. 
International Sensible Soccer 
Limited Edition will be in the shops 
around June with a £49.99 price tag 
on it. As with the original, the 
game developers are the funky 
chaps at Sensible Software. 




















'T-EOOT 

I L. 0 


V 


INTERNATIONAL SENSIBLE 
SOCCER LIMITED EDITION 

















SUPER BATTLETANK 2 


S ixteen megs worth of scud-u-like fun comes to your Nintendo in 
the form of Absolute's Super Battletank 2. A state-of-the-art war 
simulator with four times the memory of its SNES predecessor, 
allowing an even more expanded bout of day and night combat. 
Roll your armoured carcass across heavily mined, carefully rendered ter¬ 
rain and basically take out the bad guys. Your M1A2 battletank has been 
equipped with some of the best combat technology the world has ever 
seen and it's down to you to use its laser-guided missiles, machines guns, 
120mm cannons and infra-red add-ons to the limits. 

Sixteen incredibly difficult campaigns await you, each with varying diffi¬ 
culties. Players can switch between turret and cockpit viewpoints as they 
battle day and night against amoured cars, helicopters and enemy tanks 
and the on-board camera displays full motion video footage of ail your ter¬ 
minations. More news on Super Battletank 2 ASAP. 




I heart out! This ultra 
playable realistic com¬ 
bat simulation allows 

you the player the chance to experience the thrills and spills of being a 
danger zone Tomcat pilot from the comfort of your armchair. 

Guide your US Navy F14 through wave upon wave of heavily armed 
MIGs and take out the numerous enemy targets while you're at it. The 
realistic cockpit viewpoint surrounds you with thousands of flashing dials 
and computer displays, but you must sort them all out if you're going to 
be a winner - just don't keep looking at the dials for too long eh? Super 
Action gave Absolute's Super Turn & Burn 72% in the June '94 issue. 


MIGHTY MAX 

T he stateside star of car¬ 
toons, toys, videos and 
numerous other merchan¬ 
dise deals is about to star in 
his debut video game! 

Mighty Max first appeared in a 
range of intelligent toys before 
finding fame and fortune in the TV 
world over in America. 

His toy range alone grossed $109 
million retail worldwide over six 
months in 1993 and his TV show 
quickly became the number two 
show in the charts (overtaking both 
Mario and Sonic). Max is a pint- 
sized adventurer (along the lines of 
Inch High Private Eye if any of you 
can remember him), a 12-year-old 
with an Indiana Jones fetish. You 
control Max over 25 levels of mag¬ 
net dodging, conveyor belt bump¬ 
ing and spring-loaded fun in a 


game that visually reeks of Global 
Gladiators. It all looks fineand 
Mighty Max and his band of intelli- 
toys should be with us just in time 
for Christmas courtesy of Ocean. 


SUPER TURN & BURN - 
NO FLY ZONE 
















overload cont. 



A rcade Zone's Legend is 
another beauty from 
Sony's '94 line up. This 
highly addictive hack 'em- 
up looks and plays as if it's jumped 
straight out of the arcade right 
onto your console. 

It's not a console version of that 
silly film with Tom Cruise, it's a 


I beat em- 


som^^fi^ best 

SN^ for quite a whili^^ ^ 

Yo|r aim ip^^'^ame l^#free< 
the good peo^ of SeU^ch from an 
evil curse that h^$ hung oyer them 

for yekrs. > ^ 

The s&uon to thislJroblem Is 
simple 3At eveiryofle who 

appe^^on^Mii^eeQ_and the cui ^e 
will b^ijpt^. 

The^amS^as iyer thirteerT^^jj 
of l^dgeoniiig fHnj>4n^4«iing 4eri 
tyde^ ^ enemy Isk^letona^ zom¬ 
bies, rabid dogs etc)|apd/^i mas¬ 
sive endcvOf - level pos^S tp q. 
^Tha^atta^ \qa^rn4of bo®5 
have dehbpratel^ been made diftffl^ 
enL^so don't\expdc4 tq Istearhrrfght 
throb^.this Utilike certa^ 
.other beat 'em-ups currently availT 
able. And the r^^se date: around 
Christrnas thb yegr. / 


THE FLInVsTONES* 


CHOPLIFTER 3 


A ll set to be th^ hottest movie of Xpe summer. The Rintstones will 
be yabba dabba dooing your console nearer Christmas. Taking 
influences from the film rather than the original cartoon series, 
the game's developers (Ocean of America) have Speech 

samples and opted for isolid shading of the^prites instead of flat coloured 
ones (like the cartoon)/ 

The main sprite is obviously going to be Fred Flintstone and he Is appar¬ 
ently endowed with a large number of animation moves. Th^e Include 
swinging on vines, combing poles, pushing objects and pulling levers. The 
game will take Fre^th^ughhls wo^place (the quarry), into the depths of 
a jurassic jungle, -fW|KVolcanos and out the other side of an Ice Palace. 
Fred must keep 4i||^^^out and make sure none of^the sabre- 

toothed tigers, i^ing dih^Mpa|i||9^ing mammoths do him in. 






A classic cart in 

every dimension. ^ 
Search and •——- 

destroy Super Nintendo- 
style in this excellent shoot 'em-up. 
Annihilate the enemy, find and col¬ 
lect all the missing POWs and get 
them all back to base safely. 

This cart was originally going to 
be released through Ocean, but 
Sony have shoved their software 
foot in the door yet again. 


Choplifter 3 received a whop¬ 
ping 89% from Super Action, 
the people who know, so if you 
aren't saving up for a copy yet, 
then you'd better get putting 
your coppers in the piggy bank. 








pui/ler from Ocean 


EEK THE CAT 


H eVa big, fat, purple cat and 
he's also jumping straight 
from your TV to^your 
Nintendo His TV carloorijiv- 
series Is already gaining poputarit^ 
over here and it shouldn't be Jong - 
before his debut SNES carl is loo. 

Following tJie same basic idea as> : 
0 c e a n Software's ^eepwaf ke 
on the Amiga, you, as Eek, must ^ 
successfully guide ilhfated~pals^^ 
through several puz^sUng lev^.^ 
Getting squashed, cr^inched or 
stretched is an everyday occurance r 
for Eek, so he won't mind too much i 
if you guide him into a few bad ( 
spots along the way. ( 

Help a little old lady through the i 
hazardous zoo, an alien city, the f 
graveyard and finally the shopping j 


mall. Eek guides his friends by giv 
ing them a boot up the backside 
each time they stray from the path 
or get in the way of oncoming odd 
ities. Eek The Cat received 80”/t 
from the Super Action team and 
should be in your shops very soon 




BATTLETOADS VS DOUBLE DRAGON 


S3? 




cHorif 


CHOHRIn• " n 


et ready to rumble! Billy 
K and Jimmy Lee have 

^ ^Bjoined forces with the 
w art jest fighters in the 
^'business, namely Zitz, Rash and 
'^Pimple, to do battle with the dead- 
V ly Dark Queen once again. The 
Bpttletoads from Tradewest have 
amalgamated with the Double 


Dragon dudes in this double wham 
my of a cart. 

In typical Double 

Dragon/Battletoads style, the game 
is a side scrolling beat 'ern-up with 
plenty of emphasis on the beating 
up. As usual, each character has an 
array of devastating attack moves 
and several specialised 
kicks and punches. It's not 
all bash, bash, bash 
though. On certain levels 
you must test your driving 
skills aboard the Speeder 
Bike or even the heavily 
armed space Pod. pB'aS 
Battletoads Double Dragon 
should be pounding on 
your door in the Autumn. 


PL. I p con I nr. ToutRPC? 

ERPTH' I 'D BET^R 
LiRPn THE , I 


I 'n the: crr^s 
ofiE: .. Rro \ 'n 
SUPET? COOL. . ri r 

>rinsH HITS u I ui_ 

-ERVE ^ EH COLD ! 


IRriE-. SHOOT I n "S 
THE GHnE. 
.CORE HERR DE Jl 
=rR/ I ' LL blrstB 
't'R TR B I TS » ■ 


So you be a tough 
guy? Check out the pe r ii 
these rough and tumble 
dudes! Covf --« Saitletoad 
actually beat these guys? 
The Ultimate :e^:::'s tai- -s 
now in yc... hands 
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it or not, David 
and Ian Bells' excel- 
space adventure Elite is 
ooming to a Super 
Nintendo near you fairly soon! TJhe 
i9inal space classic has been 
en^^ced to the hilt for its consglc^ 
crusade, irtcluding limitless m.is^^ 
and absorbing gameplay,^aU. 
topped off with plenty of edg^f- 


The addictive blend of flight sim¬ 
ulation, exploration, interstellar 
trading and real time space combat 
should be a sure fire hit when it 
final ly gets relea.setj over here. For 
thpse of you whg' have never 


tf with 


small 


jgh space, pur- 
jments for your 
and increase your 
|tal by trading 
'things' between dif¬ 
ferent planets across 
the Universe. 

Depending on which 
route you decide to 
take, good or bad, you 
must defend yourself 
from either the not- 
so-honest space 
traders or the long 
arm of the police or 
the money-hungry 
bounty hunters. 

This latest version 
of Elite is a 3D 


JURASSIC PARK 2 


F ollowing the massive success 
of Ocean's original Jurassic 
Park game, the developers at 
Ocean have chosen a radical¬ 
ly different formula for its sequel. 
They have been working with a 
totally new game engine which will 
r |aHpiA/ the designers to create an 
environment with a much stronger 
non-l|n^ar/^xplo|'atory feel to it. 

A ^Th0 cfiai^Cter^ within the game 
/now find themsieves up against 
harsh corporate rivals as well as 
the usual prehistoric pests and 
there's a simultaneous two-player 
option available. The game begins 
on the dreaded Isla Nublar and 
from here they must travel around 
the complex's mountains and jun¬ 
gle territories and deep inside the 
park's underground tunnels and 
laboratories. 

You have 14 different tasks to 
complete, ranging from simple 
shoot 'em-up to more serious, 
brain-bending puzzles. Most of the 
tasks are set to a stern time limit, 
so you'd better be on your toes or 
you'll end up dino chow - again! 
Jurassic Park is currently in devel¬ 
opment and Sony hope to release 
at the end of the year. 



polygon extravaganza with fully 
rendered planets, ships and stars. 
Again, this glimmering jewel in 
Sony's crown won't be unveiled 
until Christmas time. Sob. 
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HOW TO MAKE IT WITH 61 



Introducing the most powerful system ever for being successful with 
girls! Are you fed up with seeing pretty women walking by and not 
knowing what to say to them? Do you wish you could walk up to ANY 
woman you choose and set a date? 

Well now you can! "How to make it with girls" is a fantastic new course 
that will show you everything you need to know to turn you from a shy 
ordinary euv into a highly successful ladies man - guaranteed. 


Includes topics such as... 

• Opening lines that work like a dream. 

• A simple rule that will immediately double your number 
of dates. 

• How to instantly become more "sexy". 

• Be confident and at ease in any situation. 

• How to get girls to pick you up! 

• How plain men can easily get dates with gorgeous girls. 

• How to make girls fancy you without even trying. 

• How to maintain an amazing and enviable sex life. 

...and much, much more. 


Everything contained in this course has been proven in real life 
situations and works like magic. Just listen to what some of our 
previous customers have to say (copies available on request). 

★ "I can't believe how simple but effective your course really is, the 
information in here is dynamite. Girls ju.st love me and I can't do a thing 
wrong." 

★ "It's amazing. I'm now going out with the girl I've always fancied but before 
now. never dared to ask. Thank you so much." 

★ "Before learning your techniques I had tried everything on the market to 
make me more successful with women - but nothing seemed to work. Now 
things couldn't be better and I see a different girl every night of the week." 


★ SPECIAL OEFSK ★ 

ONLY £12.95 POST FRE 


Yes! I want to make it with girls. Please rush me the complete "How to make it with girls" 
course which includes a dynamic hour long audio tape plus easy to follow guide book. I 
enclose a postal order/cheque for £12.95. 

Name. Address. 

. Postcode. 

Send to Modern Publications (Dept. G), Steeple House, Percy Street, Coventry CVl 3BY 
Orders despatched within 7 days under plain cover 


SWAP IT Tl qAWi SWAP IT Tl ^AWi 




Telephone 081 244 7341 
ONLY €2.50 INCLUDING POSTAGE 

[) Choose the games you want to swap 
[) Send just £2.50 for each game 
[) Use a separate sheet of paper if you wish 
[) Used games for sale 



Terms of agreement:- 

All games must be of 
similar age to the aames 
being swapped 


SNES + GAMEBOY 

Post to: Swap It, 6 Amberley 
Grove, Sydenham, London SE26 

1st Choice . 



All the games must be in 
the original box with 
instru ction bo oklet 

Please make cheques & 
Postal Orders payable to 
SWAP IT 


MVb U XI dYMS 


2nd Choice . 

3rd Choice . 

4th Choice . 

Game Enclosed . 

Amount Enclosed . 

Signature of guardian if under 18 


HOW TO copy 
CARTRIDGE SOFTWARE 
Tel: 0839 363612 


NINTENDO 
CHEATS 'N' TIPS 
Tel: 0839 363613 


PINPOINT BBS 
Data: 0839 363705 

Speeds up to 14,400 Bps (8,N,1) 


Soldering Iron and electronic skill required, no 
time-wasting so have a pen ready. 

All calls cost 39p per minute cheap rate 
49p all other times 

ORCA, 40 LONDON EC1R ONE 


SO YOU WAIUWA BE 



Contains... 

• No Tablets 

• No Powders 

• No Flashy Equipment 

• Just a serious approach 

to bodybuilding that works 



(THIS SUMMER?) 

1 


Introducing the most comprehensive muscle building 
programme in history. Have you ever wondereef why 
some people find it easy to gain muscle - while others 
struggle endlessly in the gym for hours on end to no avail? 
You see, it's not the hours you put in - it's what you put 
in the hours that count! 

Don't waste your money on expensive supplements that 
simply don't work, or gimmicky courses that promise 
everything and deliver nothing! 


"It's fantastic -1 never thought I would look so good, so quick" - P. J., Liverpool 
"I've been using this course for five weeks now and the visible difference is 
staggering." - T.S., Blackpool 

"It makes every other system I've tried seem pathetic." - R.S., Croydon 

"Dear MP, Being skinny was the hardest thing for me. You certainly put a stop to 

that." - P.T., Winchester 


£14.95 

POST FREE 


I Yes! I wanna be big (by summer)! Please rush me your supreme muscle program so that I can | 
I start to reshape my body. I enclose my Postal Order/Cheque for £14.95 made payable to l 
j Modem Publications. j 

[ Name. Address. | 

I . Postcode. I 

I Send your order to Modern Publications (Dept. SP), Steeple House, Percy Street, Coventry CV1 3B Y l 
^ All orders will be despatched within 7 daysj 































































ZAP COMPUTER GAMES 

TECHNO HOUSE-LOW U\NE HORSFORTH 


LS1 B 4DF 

SLL-LU\aiy HOT 


0 5-32 5-94MI-7 7 

LOW LOW PRICES - ALL THE UXTEST GAMES & MACHINES - 
SUPER QUICK OELIVERY- NO SILLY MEMBERSHIP FEES REQUIRED 
TO BUY OUR MOST FRIENDLY STAFF ARE WAITING FOR YOUR CALL 


ZAP HOURS: 9am-7pm Mon-Fri • 9am-5pm Sat. and Sun. FAX NO; 0532 58B523 

FOR SERVICE 
AND PRICE 

CALL FOR DETAILS OF OUR CONSOLE REPAIR SERVICE 






SUPER NES 


USA 


3-D-O CONSOLE 

St SOFTWARE BUNDLE 


NOW £499. 


£7.50 p-4-p 


mm OF DRAGONS 

SNES us 

£54:99 


(+£1.50 P&P) 


SUPER METROID 

(24 MEG) SINES US 

£call 


KCVG OF THE DIUIGOJVS (CAPCOM RPG)..£54.99 

WIZARDY5 (CAPCOM MU*G) . £54.99 

JOE &> MAC U . £49.99 

TIME TRAX . £49.99 

FLEVTSTOIVES . £49.99 

IVINJA WARRIORS . £54.99 

FATAL Firny n . £54.99 

SUPER METROm (24 MEG) . CALL 

SIPER GOAL n . £49.99 

FIRM STRIKER . £49.99 

I^EMMIXGS n . £49.99 

SPORTS ILLUSTRATED BASEBALL/FOOTBALL . £49.99 

NBA JAM . £54.99 

NBA JAM &> MULTITAP . £G9.99 

MEGAMAN X. . £49.99 

BUGS BinVNY. . £49.99 

SENSIBLE SOCCER . £49.99 

SECRET OF MANA . £54.99 

SECRET OF MANA BOOK. . £15.00 

WINTER OLYMPICS . £49.99 

LETHAL ENFORCERS with GUN . £64.99 

CHOPLIFTER HI . £49.99 

ZOOL . £44.99 

YOUNG MERLIN. . £49.99 

EMPIRE STRIKES BACK . £49.99 


CJ,/%YFIGHTF,RS .r---r. 

£44.99 

\rF.fiA\tjnv V Knr.rr'.n . 

£54.99 

TURTLES TOURNAMENT FIGHTERS... 

. £49.99 

ART FrfiWTTVfi..,__ 

£39.99 

BOMBERMAN &> MULTITAP . 


LUFIA (RPG) . 

. £54.99 

MARIO'S TIME MACHINE . 

. £39.99 

RIDDICK BOWE BOXING . 

. £34.99 

MR NUTZ (UK) . 

£39.99 

DESERT FIGHTERS . 


EQUINOX . 

FLASHBACK (UK) . 

£39.99 

nw.ivTvrx wtk . . . 

£34.99 

7th SAGA . 

£49.99 

snrn. nr.Azr.R . 

.QQ 

PALLADINS QUEST . 

£49.99 

FINAL FANTASYH . 


AEtto TWF. ArnnuAT .,. 

£29.99 

ACTRAISER D . 

£29.99 

SimiSET RUiF.RS . 

£29.99 

nAFFV niTUK . 

£29 99 

COOL SPOT . 

. £34.99 

S^RFFT FWUrrTF.R Tf^RRO. 

£49.99 

MARIO ALL STARS . 

. £49.99 


GOOF TROOP . £24.99 

OPERATION LOGIC BOMB . £29.99 

MECAROBOT GOLF . £20.00 

NHL 94 . £49.99 

BRETT HULL HOCKEY. . £49.99 

NBA SHOWDOWN . £49.99 

TECMO SUPER BOWL . £34.99 

JOHN MADDEN 94 . £49.99 

MVP FOOTBALL . £24.99 

TONY MEOLAS SIDEKICK SOCCER . £39.99 

20/20 BASEBALL . £49.99 

MYSTICAL NESJA . £44.99 

E.V.O . £24.99 

SUPER MARIO KART . £39.99 

STAR FOX. . £49.99 

TRODDLFTtS . £39.99 

WIZARD OF OZ . £39.99 

STRIKE GUNNER . £20.00 

TOYS . £20.00 

MORTAL KOMBAT . £49.99 

LAWN MOWER MAN . £39.99 

P.T.O . £39.99 

SUPER GOAL 2 . £49.99 

SUPER TROLL ISLAND . £49.99 

LEGEND . £49.99 

ULTIMATE FIGTHER . £49.99 

SKY BLAZER . £49.99 

ROMANCE OF THE HI KINGDOMS . £49.99 

NOBUNGGA’S REVENGE . £49.99 


ALIEFi US PREDATOR 

AT/UU JAGUAR 


Our premises are bulging with games, 
so if you don't see what you want do not 
( despair Just call! All Postal orders and credit 
t card purchases will be whisked to you the 
I same day. All prices subject to change and 
I availability. Post and packaging - Games 


\j QyAMICbM 

MYSTICAL NPyjA D . £69.99 

DRAGON BALL Z . £59.99 

KING OF THE MONSTERS H . £59.99 

TWINBF^ n . £59.99 

TETRIS COMBAT . £59.99 

SIPER SOCCER n . £25.00 

SUPER PYO PYO . CJILL 

SUPER METROm . CALL 

BOMBERMAN H . CALL 

J LEAGUE SUPER SOCCER . CALL 

GAME SOUNDTRACK CDs . CALL 
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ATARIJAGUAR 

UK MACHINE . £200.00 

US MACHINE . £299.00 

RAIDEN . £54.99 

CRESCENT GALAXY . £53.99 

TINY TOONS . CALL 

KASUMINESJA . CALL 

TEMPEST 2000 . CALL 

ALIEN VS PREDATOR . CALL 

CEOBCKERED FLAG H. . CALL 

XTRA CONTROLLER . £29.99 


1 NEO-GEO 

UK 

tP HUNTER . 

. CALL 


FATAL FURY SPECIAL . £175.00 

ART OF FIGHTING H . CALL 

SPIN MASTERS . CALL 

SAMURAI SHOWDOWN. . £175.00 

OVER lOO USED CARTRIDGES FROM £50 - CALL 


3 -D-O 


PAL CONVERTER . CALL 

3-D-O SYSTEM . £499.00 

JOHN MADDEN . £59.99 

TWISTED . £59.99 


i 3 -D-O 

USA 

PFRRI.F REACH GOi.F . 

. £59.99 

TWF HOROE . 

. £.‘Sa.99 

'm'TAt. F.Ct.WPSF. . 

. £.vt.!ra 

MONSTER MANOR . 

. £59.99 

STELLAR 7 . 

'traf . . 

. £39.99 

ANOTHER WORI.D . 

BATTLE CHESS . 

. £59.99 


VIDEO ALMANAC . £39.99 

LEMMINGS . £39.99 

THE ANIMALS . £39.99 


c 


HARDWARE 


> 


ATARIJAGUAR (UK) . ^ . CALL 

SNES US CONSOLE . £120+£7.50 P&>P 

NEO GEO CONSOLE . £300+£7.50 P&>P 

NEO GEO USED CONSOLE . £220+£7.50 P&>P 

3-D-O CONSOLE &> CRASH &> BURN . £499 

ATARIJAGUAR US . £299 

NEO GEO JOYSTICK . £50+£5.00 P&>P 

NEO GEO MEMORY CARD . £20+£1.50 P&>P 

PATRIOT JOYPAD . £24.99+£1.50 P&>P 

JOYCARD . £17.50+£1.50 P&=P 

ASCii PAD . £'22.50+£1.50 P&>P 

MORTAL KOMBAT PAD . £24.99+£1.50 P&>P 

TOP FIGHTERJOYSTICK . £59.99+£5.00 P&>P 

CAPCOM FIGHTING STICK....£64.99+£5.00 P&>P 

X-E6JOYSTICK . £29.99+£5.00 P&>P 

SNES MOUSE (UK &> US) . £24.99 + £1.50 P&>P 

TRI STAR (NES TO SNES) 

CONVERTER . £39.99 + £3.00 P&>P 

NEW CONVFJtTER . £20+£1.50 P&>P 

SCART LEAD US SNES . £17.50+£1.50 P&>P 

US JOY PAD . £15.00+£1.50 P&>P 

MULTITAP (UK &> US) . £24.99+£1.50 P&>P 

PAL 1 BOOSTER . £29.99+£1.50 P&>P 


j6ftl9.50 ANDI 
Bock A WHOLE 


COST WOULD M A MERE 
MANAGER 


NAME 


ADDRESS 


ORDER FORM 

Send to this address: 

ZAP 

TECHNO HOUSE 
LOW LANE. HORSFORTH 

LEEDS LS18 4DF - 

Please rush me the following I^ J J - PHONE Ng. , 


CUT HERE 



POSTCODE 


ITEM 


PRICE POST/P TOTAL 


Please make cheques/PO’s 
payable to ZAP 


GRAND TOTAL 


Credit card number 


Expiry Date 


□ □ 

Cheque Credit Card 


□ 

Postal 

Order 



V^A 

Switchcards welcome. 


Post and packaging - Games £1.50 - Handhelds £5 - Consoles £7.50 






































































































































































































It’s time for the third instalment of the world’s 
most exciting football competition. This month 
Elite’s pages are devoted to you, the readers, 
with a listing of some of the best entries 

A s you can see from this small sample 
of entries, your favourite stars so far 
seem to be mainly from England, 

Italy, Germany and Brazil. The entry 
form on the right enables you to 
send in the rest of your team. 

You must choose three midfielders and three 
forwards to complete your side. If you're strug¬ 
gling with your selection, ask someone older - 
they're bound to help you out. Remember, even if 
your defence hasn't been printed, you've still got 
every chance of winning. 

The closing date for your entries is on the 
entry form - don't jeopardise your chances of suc¬ 
cess by dawdling. There are five World Cup Striker 
carts still waiting to be claimed. You won't win a 
prize if you don't enter the raffle. Good luck! 


Mark Brashaw - Amazing Greats 

Goalkeeper 

Gordon Banks (England) 

Because he was a brilliant keeper, he was a 
quick thinker and had good reflexes. 

Full backs 

Andreas Brehme (Germany), Paul Parker 
(England) 

They are both hard tacklers and can move 
quickly. 

Centre halts 

Franz Beckenbauer (West Germany), Tony 
Adams (England) 

Because they can command the defence and 
are reliable to make last minute tackles. 


P STRIKER 

A. Rina - Maidstone 

Goalkeeper 

Pat Jennings (N. Ireland) 

Although he never had any major internation¬ 
al success, he remained one of the most highly 
respected keepers of his time, respected by all 
whether It be international or domestic foot¬ 
ball. 

Full backs 

Jorghino (Brazil), Brehme (Germany) 

Both played in great teams and were not only 
good solid defenders but capable of scoring 
spectacular goals, a great asset to any team. 

Centre halts 

Bobby Moore (England), Franz Beckenbauer 
(West Germany) 

I don't think you need to explain this selec¬ 
tion. Their names speak for themselves. Both 
legends in their own rights, they surely would 
be anybody's automatic choice. 


X " ' I 

Simon Wood - World Dream Team 

Goalkeeper 

Taffarel (Brazil) 

He is an experienced team player. 

Full backs 

Roger Nilsson (Norway), Stuart Pearce 
(England) 

They are both wise and experienced players 
and they have been playing for a long time. 

Centre halts 

Beckenbauer (West Germany), Koeman 
(Holland) 

They are also wise and experienced players for 
their country and have been around playing 
for a long time. 


✓ . ^ 

Abraham Koutsides - Mixed Sandwice F.C. 

Goalkeeper 

David Seaman (England) 

I chose him because I think he is good. 

Full backs 

Des Walker, Gary Pallister (both England) 

I chose these two because I like them. 

Centre halts 

Davi^atty^aHtor^almei^botl|^nglan^ 
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Paul Fudge - Little Man United 

Goalkeeper 

Lev Yashin (Russia) 

The Cat' - simply the best goalkeeper ever. 

Full backs 

Andreas Brehme (Germany) 

Excellent defender capable of scoring more 
than his fair share of goals. 

Jorghino (Brazil) 

Excellent defender where distribution is worth 
its weight in gold. 

Centre halts 

Koeman (Holland) 

Perhaps not the best defender In the world 
but his free kick prowess is his forte (England 
know too well). 

Bobby Moore (England) 

Simply the best! 


Michael Duong - World All Stars 

Goalkeeper 

David Seaman (England) 

He simply is the best around at the moment, 
and his record this season proves it, 35 starts 
only 21 conceded (this season, league). 

Full backs 

Dennis Irwin (Eire) and Andreas Brehme 
(Germany) 

Both can be very exciting when running for¬ 
ward with the ball. Also both have lethal 
shots. 

Centre halts 

Tony Adams (England) and Franco Baresi (Italy) 
Bothjplayers have cool heads and great last 
second tackles. Also they act like strikers when 
in the opposition's box. 


Dominic Wolton - Dyslexics C.F. 

Goalkeeper 

Dino Zoff (Italy) 

Lifted World Cup at 40 (most would have 
dropped it). 

Full backs 

Paulo Maldini (Italy) 

Captained Italy at 21. 

Jorghino (Brazil) 

Best full back in the world. 

Centre halts 

Bobby Moore (England) 

Cos he was brill. 

Franz Beckenbauer (West Germany) 

He was always first to the sunbeds! And he 
was a superb player and manager. 


D. J. Line - The Real N.T.F.C. 

Goalkeeper 

Gordon Banks 

Full backs 

Andreas Brehme, jorghino 

Centre halts 

Bobby Moore, Jack Charlton 


David Brown - Striking Sensation Elite 

Goalkeeper 

Peter Shilton (England) 

Brilliant goalkeeper who won over 100 caps 
for England and is still in football as player- 
manager of Plymouth. 

Full backs 

Stuart Pearce (England) 

Has a brilliant, powerful free-kick and was the 
captain of England before David Platt. 

Maldini (Italy) 

Brilliant tackier who read the game very well. 

Centre halts 

Jack Charlton (England) 

Brilliant player, he won the World Cup with 
England. Was very influential and that has 
shown in his management of the Republic Of 
Ireland. 

Bobby Moore (England) 

Brilliant tackier, very influential, who cap¬ 
tained England to the World Cup. My captain. 



SPONSORED BY 


Super Action, 
Eurepa House, 
Adlington Park, 
Macclesfield, 
SK10 4NP 


Team name 
Midfield 


Address 


Post Code 


Forwards 


Closing date 4 July. No correspondence will be entered into. 
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W ell what d’ya know? Another 
month has flown by since the 
last installment of cheats 
and codes for the more discerning 
SNESsters out there. Hopefully you'll 


have digested the last lot and now 
be hungry for more. So without 
further ado here's the new collection 
of tips put together from the four 
corners of the globe by yours truly 


MARIOKART 

If you get a feather icon while 
racing on Choco Island 2 then 
try this little short cut. Drive 
around until you have complet¬ 
ed one lap, then just after the 
starting line spin round so you 
are facing the other direction. If 
you jump over the wall in front 
of you with the feather and 
drive along the inside of the 
wall then you should re-appear 
at the turn into the starting 
straight again. This means you 
can fly over the finishing line 
and notch up a very quick lap 
speeding past all your oppo¬ 
nents. Many thanks to Alex 
Kirkley of Warrington for this 
time-saving cheat. 



If you have the feather then spin round Here you should he able to spin back Toad and Koopa are easily the 

so you are driving in the wrong onto the starting straight and speed two best drivers to pick if you 

direction and jump over the wall here over the staring line. Nice one eh? want to win any of the races 


THE ADDAMS 
FAMILY 

Mysterious and spooky they may 
be but if you're having a 'mare with 
this neat platform game then try 
entering these codes supplied by 
Mark Johnson to give you a boot in 
right direction. 

V&HKF - 19 lives, 4 hearts. Granny 
and Pugsley. 

?DH94 - 29 lives, 4 hearts. Granny 
and Wednesday. 

7LSR4 - 33 lives, 4 hearts. Granny, 
Wednesday and Fester. 

BLSRS - 33 lives, 5 hearts. Granny, 
Wednesday, Fester and Pugsley. 
11111-99 lives. 

B&1&B - 80 lives, 5 hearts. Granny 
and Pugsley. 

21112 - 100 lives, 5 hearts and an 
extra sword. 


GOOF TROOP 

Level Codes 

Stage 2 - Banana, Ruby, Cherries, 
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Banana, Cherries 

Stage 3 - Cherries, Ruby, Emerald, 
Cherries, Banana 

Stage 4 - Ruby, Cherries, Emerald, 
Emerald, Ruby 

Stage 5 - Banana, Cherries, 
Emerald, Ruby, Banana 

RAINBOW BELL 
ADVENTURES 

For a power-up try entering the fol¬ 
lowing. Pause the game and then 
press the following: Up, Up, Down, 
Down, L, R, L, R, B, A and then 
restart the game. This should give 
player one every available power- 
up and make the whole game a lot 
more amusing. Why? Because play¬ 
er two will be left flapping about 
with no power-ups at all (snigger!). 
Alternatively, on the single player 
game try blasting up to 9999km, 
passing out of the atmosphere and 
into space. It may take some time 
but it's well worth it because you 
will receive countless bonuses for 
your trouble. 


SUPER BOMBER MAN 

Super Bomber man II is coming our 
way soon, so I think it's about time 
that you had completed the fantas¬ 
tic original Isn't it? Well if you're a 
bit of skipping rope with pink han¬ 
dies and your still having trouble 
with it then here are all the level 
codes. The rest, as they say, is up 
to you. 

All the level codes are as follows: 


Level 1.1 -5555 
Level 1.2 - 6502 
Level 1.3-3542 
Level 1.4-0513 
Level 1.5-4523 
Level 1.6-0262 
Level 1.7-3535 
Level 2.1-1054 
Level 2.2 - 5003 
Level 2.3 - 0043 
Level 2.4-5012 
Level 2.5 - 0022 
Level 2.6 - 3065 



Level 2.7 - 0034 
Level 3.1 -2454 
Level 3.2 - 0403 
Level 3.3 - 2445 
Level 3.4-7414 
Level 3.5 - 3425 
Level 3.6 - 0464 
Level 3.7 - 2432 
Level 4.1-1155 
Level 4.2-2105 
Level 4.3-6145 
Level 4.4-3115 
Level 4.5-1122 
Level 4.6-5163 
Level 4.7-6132 
Level 5.1 - 5252 
Level 5.2 - 0202 
Level 5.3 - 4242 
Level 5.4-1212 
Level 5.5 - 5225 
Level 5.6 - 6262 
Level 5.7 - 5233 
Level 6.1 -6655 
Level 6.2 - 4602 
Level 6.3 - 0644 
Level 6.4-4614 
Level 6.5 - 7623 
Level 6.6 - 5663 
Level 6.7-1635 










NBA JAM (again) 


’iTrttjumw: 


If you enter the Initials AHK fol¬ 
lowed by the password XWTGXDW 
Q2G1KC5, you will get a team with 
an unbeaten streak of 41 games. 
"So?" you may ask, well so Indeed! 
Here are a couple more Jam cheats 
from the ever resourceful Richard 
Stone of Portsmouth 


Shot Meter 

Press A once then hold down A, B 
and Down until the tip off. This 
should give you a shot{%) meter 
which indicates the likelihood of 
your shots going in the basket. 


Infinite Turbos 

Press any button five times then 
hold down Y, B and A. 


Fire 

Press any button seven times then 
press Up, B, and Y. 


Better interceptions 

Whilst circling the joypad press any 
button 15 times and keep it held 
down till the tip off. 


Now here's a tip that I'm afraid is 
only hearsay and sadly as we don't 
have the game at hand to try it out 
you'll have to do It and let us know 
if it actually works. If you type 
Sprite at the password screen, you 
should (hopefully) get a super 
weapon that acts like a homing 
missile and kills everything on the 
screen. Or not as the case may be! 


Psst, having problems with your 
Nutz? Then try this to get a cheater 
mode. Hold down the buttons L,R, 
Start and Select. Then enter the fol¬ 
lowing on the joypad. Up, Up, Up, 
Down, Down, Down, Left, Right, 
Left, Right. The word cheater 
should now appear on the title 


screen. Start the game as normal 
and you can renew all your energy 
any time in the level by pressing the 
top left button or skip the level by 
pressing the top right button. Mint 
or what? 

THE LEGEND OF THE 
MYSTICAL NINJA 

Having problems with this tricky 
role playing game? Well by typing 
the following code at the password 
screen you will receive an unlimited 
supply of hamburgers. The meter 
will always read 28 but it will never 
decrease so you can carry on as 
long as your little heart desires. 
Very useful I'm sure you'll agree 

vxZ++ lh:(S)Y nn3+! $T+KK 
hG:!< +!+X@ r 

SUPERPROBOTECTOR 

If you die whilst in two-player mode 
then wait until you have completely 


MARIO 3 

Big shout goin' out to Alex Kirkley 
of Warrington for these 
Action Replay codes for the all time 
classic Mario3. 

7E07 3604 - Infinite lives 
7E1F 5497 - Infinite Time 
7E00 BB01 - Infinite mushroom 
7E00 BB02 - Fire Mario 
7E00 BB03 - Racoon Mario 
7E00 BB04 - Frog Mario 
7E00 BB05 - Tannooki Mario 
7E00 BB06 - Hammer Mario 
7E00 BB07 - Swim through air 
7E00 BB08 - Weird Mario 

SIM CITY CODES 

Sim city Is the sort of game that 
puts you In control but if you want 
a little more control over events In 
your sprawling metropolis then try 
these codes. Cheers to Alex Kirkley 
for this lot as well. He has been a 
hard working chap hasn't he? 


7E03 F50? Replace the 7' with the 
following to receive the listed free 
gifts: 

1 - Your House 

2 - Bank 

3 - Amusement Park 

4 - Zoo 

5 - Casino 

6 - Land Fill 

7 - Police HQ 

8 - Fire HQ 

9 - Fountain 

A - Monument 
B - Expo 
C-Windmill 
D - Library 
E - Park 
F - Station 

Try these for good measure: 

7E0B 9DF0 - Free Industrial, com¬ 
mercial, Residential, Roads and Rail 
7E0B 9E4E - Infinite money 

Okey dokey, thats enough from me 
for another month I think so I'll see 
you all later all right? 


disappeared off the screen and then 
press ail your buttons. You should 
reappear by stealing one of the 
other players lives. A little sly? Well 
maybe, but all's fair in love and high 
speed shoot 'em-ups! 


SUPER TENNIS 



To get yourself to the last champi¬ 
onship of this, the definitive and 
most super tennis simulation with 
the largest number of points possi¬ 
ble why not try entering the follow¬ 
ing code: 

K8XD3HR FTLWJPC 

2GNYBQ7 4065C6P 

DJSTK8X D3HRFTL 

WJPUKMW IGG 


DIAL-A-TIP 

HINTS N’ TIPS N’ CHEATS H' POKES 

All Formats Cheatlino, Just say ‘Yes’ for your Machine 


(FOR L AST WEEK S MESSAGE CALL 0891 101 235) 

NEWl THE NINTENDO GAMESLINi: ($UPER)....0IS9> 445 769 

GAMEBOY & GAMEGEAR CHEATLINE ........0891 445 771 

THE C ONSOLE CHEATLINE.0891 44 5 772 

STREET FIGHTER 2 WORLD WARRIOR/TURBO ....0891 445 940 

DESERT/JUNGLE STRIKE.0891 445 957 

MORTAL KOMBAT I & 11.0891 445 987 

CHAOS ENGINE/SOLDIER OF FORTUNE...0891 445 936 
SUPER MARIO WORLD.0891 44 ^ 924 

IF YOU'RE HAVING A PROBLEM PLAYING A GAME, 
WHY NOT CALL OUR QUESTIONS AND ANSWERS 
SERVICE, SEE IF WE CAN HELP 

0891 445 977 

FOR FULL INFORMATION ON ALL OUR SERVICES 

0891 445 939 

ALL OUR CHEATLINES ARE UPDATED EVERY WEEK 


GUIDING LIGHT COMPUTER SERVICES LTD 

PO BOX 17, ASHTON-UNDER-LYNE. OL7 OWW. 

IF YOU'RE UNDER 18 PLEASE ASK PERMISSION 
BEFORE YOU CALL. MAXIMUM CALL CHARGE £3.68 
CALLS COST 39p PER MINUTE CHEAP RATE AND 49p PER MINUTE AT ALL OTHER TIMES. 
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nCHNOI 


TECHNO! 
CHNOI 


25 JUNE 


Send your entries to: 

My answers are: 2UNUMITED COMPO 

1 ) . r <=d 111D cT 

2 ) . 

3 ) ACTEON 

NAME. irilZI'IIIIII"!!! DATABASE DIRECT, 

ADDRESS . P.O.BOX 2, 

. ELLESMERE PORT, 

SOUTH WIRRAL, 

POSTCODE . L65 SEA 

□ / DO NOT WISH TO RECEIVE PROMOTIONAL 

TEL. MATERIAL FROM OTHER COMPANIES 

All employees of Europress and their families are banned from entering. The Editor's decision is 
final and no correspondence will be entered into. 
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Y'ali ready for this? Are you going to 
let the beat control your body? Are 
there any limits? Have we run out of 
2Unlimited gogs yet? 

Laughs aside, we have an exclusive 
compo for all our special Super Action 
readers. Alex recently went for a chat 
with top techno popsters 2llnlimited 
and came away with a copy of Bio 
Metal for the SNES. 

What's so good about that, I hear 
you cry! Well, this particulor copy of 
Bio Metal has been signed by Ray 
and Anita of 2Unlimited as they were 
the ones responsible for the music in 
the game! We also have two other 
copies of Bio Metal, but alas, they 
haven't been signed. To win one of 
the carts all you have to do is answer 
the questions below. All together now. 
No, no, no, no, no, no, no... 

Ql) According to Ray and Anita out 
of 2Unlimited, what should you let 
control your body? 

a) Beat 

b) Meat 

c) Feet 

Q2) The video for the No Limits single 
had Ray and Anita out of 2Unlimited 
standing inside what? 

a) A pinball table 

b) A washing label 

c) A horse stable 

Q3) What chart position did 
2Unlimited's funky fresh Twilight 
Zone single reach in the American 
Billboard Top 100? 

a) 43 

b) ]2 
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What every housewife should have... 


Packed with hundreds of tips and priceless 
information on secrets such as: 


Excellent knitting tips 
Prevent tiowers irom fading 
How to remove grease Irom rugs 
What to do if you over salt food 
Easily untie a knot in a chain 
Easy to unglue stamps and envelopes 
Repair small holes in screen 
How to remove oil from a driveway 
Cut glass without a glass cutter 
Keep nails Irom splitting wood 
Gel water out of your watch 
Open that stuck zip 
Increase your petrol mileage 
How to renew car batteries 
Good glass door safety lip 
Make shoes slip proof 
The ideal pm cushion 
Good dog and cat repellant 
Easy to rid pets of fleas 
Quick ways to press lies 
Howto remove staples 
Keep salt moisture tree 
Easily reduced ashtray smell 
Remove a broken light bulb 
Keep piano keys looking new 
Remove a stubborn screw 
Destroy desire tor nicotine 
Destroy desire tor alcohol 
Excellent insomnia formula 
Famous diet formula plan 
Make tights last longer 
Remove blood stains from carpet 
Keep a burn from blistering 
Remove ink stains from carpel 
Easy clean your nail file 
Remove a broken light bulb 
How to freshen stale nuts 
How to destroy onion smells 
Keep and use over-ripe bananas 
Howto boil a cracked egg 
Easy boiled egg peeling 
Eliminate popcorn duds-fast 
Vegetable lor liver and prostate 
Fruit soothes intestinal tract 
A truit lot arthritic gout 
An appetizer fruit 
Fruit for the stomach 
A fruit for constipation 
A truit high in iron 
A fruit tor nutrilizing acid 
A fruit healthful tor kidneys 
A fruit fine for the nerves 


Tips on sewing slippery material 
A good needle-sharpening pin cushion 
Cure scratches on your furniture 
Protect children from sockets 
Tips on buying shoes 
A vegetable lor breath puriliet 
Ingredient good lor the heart 
A vegetable good for the eyes 
A good source of iodine 
A vegetable with 6 X more vitamin C 
How to remove a hot cake pan 
Prevent kitchen stools from slipping 
How to clean carved furniture 
Really shine your kitchen floor 
A fruit thought anti-cancer 
Remove cigarette stains from china 
Remove stains from coffee cups 
A really good copper cleaner 
To clean your diamond rings 
Clean tarnished gold and silver 
Prevent costume jewelry from tarnishing 
Good cleaning aid for dishwashing 
A vegetable good for kidneys 
Stop clothes catching on hangers 
Remove shoe polish from clothes 
Keep vegetables fresh longer 
A vetetable that's antibiotic 
Howto restore velvet like new 
A fruit to tune bloodvessels 
What to do when shoes get stiff 
Make black suede shoes last longer 
Remove salt rings from shoes 
Keep vegetables green while cooking 
Quick onion rings 
Good breadcrumbs substitute 
Howto cut a soft pie 
How to cut a frosted cake 
How to make fluffy egg omelefte 
How to tell when the omelettes done 
Cheese cutting tips 
Peel onions without teats 
Good refrigerator de-odourizer 
What to do about grease spills 
Make a good egg separator 
Two fruits thought anti-tobacco 
How to keep meat Iresh looking 
How to perk up wilted lettuce 
Make frozen vetetables fresh 
The best way to slice onions 
Keep potatoes from sprouting 
Get rid of all cooking odours 
Tips fot cutting hot cake 

And much, much more 


Introducing the most comprehensive 
book ever written on invaluable 
information in the home. 

Have you ever wondered if there are 
easier ways to do everyday chores or 
odd jobs that seem impossibly 
difficult? 

Based on the No.1 selling Kitchen 
Companion in America this UK version 
is the result of two years intensive 'tip 
collecting’ and provides a unique gold 
mine of labour saving ideas. 

IDEAL 
GIFT 

Limited 
/ Offer Only 

'. X £6.99 + £1 p&p 

Order Now - You'll wonder how 
you ever coped without it! 

I-1 

I Please send me.copies of "The Housewife's 

i Bible" at the special price of only £6.99 -i- £1 
j postage and packing each. I enclose a postal 
I order/cheque make payable to Modern Publications. 

I Name. 

} Address. 

I . Postcode. 

I Send to Modern Publications (Dept. HB), Steeple 
I House, Percy Street, Coventry CVl 3BY. All 
I orders despatched within 7 days. 



M^vmicK 

MAIL ORDER INTO THE 21 ST CENTURY 



FOR THE COMPLETE RANGE OF MANGA VIDEOS & MERCHANDISE 
TELEPHONE OR WRITE TO US FOR A FREE CATALOGUE. 


EXCLUSIVE MANGA PROMO VIDEO AVAILABLE, PHONE FOR DETAILS. 


IWkVB^CK MAIL GRDBR LTD 

P.O.BOX 7, ROSS ON WYE, HEREFORDSHIRE. HR9 7YX. 
TEL: 0989 767655 FAX: 0989 768563 



£2 VOUCHER 

USE THIS AD AS A VOUCHER TO CLAIM £2 OFF 
YOUR NEXT VIDEO GAME PURCHASE AT DANIEL 


- ^ 

THIS POES NOTWCLU^ 

GAMES ALREADY REDUCED. 

. -OFFER ENDS 1/10/94 



GAMEBOY 


CNintendo) 


ALL GAMES CAN SE TRIED BEFORE PURCHASE ON ONE OF OUR 10 TV SCREENS 


Access 


DANIEL DEPARTMENT STORES 

120-125 PEASCOD STREET, WINDSOR. TEL. 0753 &62106 




























































send your letters to: 

GUY CUMBERBATCH, Super Action, Europa 
House, Adlington Pork, Macclesfield SKIO 4NP 


the essence of 




‘‘So many letters come flooding into my office each month 
and it's such a task to wade through them all, but still I find 
time to answer all your incredibly weird questions. What a 
guy I ami Let's just hope all of you enter my smart competition 
this month, there's a game of my choice going to the person 
who can answer my question. Good luck dreamersT’ 


LAZY READER 

Dear Guy, 

In the traditional way, I will start 
by truthfully saying what an 
excellent mag this is, this was 
the first SNES mag I bought 
way back in issue 2, but I was 
going to buy Super Pro for all 
eternity for the pure reason they 
had a subscription offer, but 
they went into an all Nintendo 
mag so I stopped in time. 

Which brings me to my first 
question. 

1) Why don'tyou have a sub¬ 
scription offer? Because if your 
readers are anything like me 
(ie, lazy), they won't be both¬ 
ered to go all the way to the 
shop, plus it's more money 
making for you. 

2) When do you think Super 
Return Of The Jedi will be 
released? 

3) What game should I save up 



for next. Star Wars 3 or Stunt 
Racer FX? 

4) Do you think I should sell F 
Zero? 

William Webb 

11 Because we don't like our 
readers constantly cabbaged 
out on the sofa, glued to the 
telly we decided not to do sub¬ 
scriptions. So get yourself down 
the newsies and stretch yer legs 
you lazy fop! A bit of exercise 
never did anyone any harm. 

2) ^Aany months from now, pos¬ 
sibly next year sometime. 

SjStunt Racer Fx - you'll get it 
quicker than waiting for Return 
of the Jedi. 

4j Yes, buy a decent game with 
the money. 

LETTER OF THE 
MONTH? 

Dear Guy, 

You are my fave mag and 
believe me I've tried a few. You 
have loads of compos and a 
scoring system I agree with. 

Will you please answer my 
questions? 

1) Ffow do you get onto Star 
Road on Mario Kart? 

2) Will European games work 


on my UK SNES? 

3) When will Mortal Kombat 2 
be coming out? 

4) Is Guy Cumberbatch related 
to Dr Guy Cumberbatch who 
was on the news a couple of 
months ago talking about com¬ 
puter games? 

5) I think it's only fair that I 
should tell you that there will 
NOT be a Super Street Fighter 
2 Turbo on the SNES. There will 
however be a Street Fighter 3. 
The reason Capcom won't make 
Super SF2 Turbo is that so many 
people have the original or 
Turbo. And it would be pointless 
making a new one for a minori¬ 
ty of people. 

6) How would I go about get¬ 
ting a job on a computer mag 
and what qualifications would I 
need? 

7) Why don't you give away a 
new game for letter of the 



month? It would be a great 
incentive for people to write in! 

Keep up the good 
viofh, Matihew EIHH 

11 Press L, R, i, R, L, L, R, R and 
START. Hey presto! Your playing 
on psychedelic pavements 
dude. 

21 Yes. 

3] Next year, probably. 

4) He's not related, he's a fig¬ 
ment of your imagination. 

51 And where did you get this 
interesting piece of info then? 

The playground? Listen pal, 
here's a tip for you: don't voice 
opinions on something you 
know nothing about. Lots of peo¬ 
ple bought the Turbo edition 
even though they already had 
the original, so what's going to 
stop them buying the Super ver¬ 
sion? People like improved ver¬ 
sions and no matter how much 
you think that it won't sell - I 
assure you it will. 

61 Write to magazines and offer 
your services. A good solid 
knowledge of the English 
language will always be a 
bonus, but there are no set 
qualifications that you could say 
you really need to work on a 
computer mag. 


80 SUPER ACTION 




















7] If you noticed, I offered many 
exciting prizes within my pages 
o few months bock, but I got a 
poor response to it. So why 
should I slog my guts out getting 
wicked gomes ond joysticks to 
give owoy if no one enters? I'll 
tell you whot. The first person to 
write in ond onswer this ques¬ 
tion will recieve o gome of my 
choice. Okoy? Who wos the 
Editor in the very first issue of 
Super Action? Send your 
answers to 'Cumberbotch Quiz' 
ot the usual address. 


IS THAT YOU? 

Dear Guy 

Is it true that you are actually a 
doctor? In issue 18 in the 

Nation Of Killers 
report, it says 
l^that the 
research 
director was 



^ou! Dr Guy 
Cumberbatch! 
Anyway, Tve 
got a couple of 
questions for 
'you Doctor. 

1) Which game should I buy 
out of Bomberman, Mr Nutz, 
TMNT Tournament Fighters? 

2) Is Barry Diablo also a real 
guy or what? 

I also have a cheat for Ranma 
1/2. In two-player mode you 
can be any character, even this 
little guy called Happasai, 
who's tougher than Jay Spiller's 
right arm. To do this choose VS 
mode, then press R, X and A 
together and hold down. Then 
choose your characters and 
stage, still with R, X and A held 
down, and then you will find a 
debug menu! For this priceless 
information please print my 


letter and I'll never miss a copy 
of your magi 

Happy, happy! Soy, 
joy! Ryan Carroll 

Oh Ryan, I wish people would 
stop confusing me with strange 
doctors! I am not just a number, 
or something along those lines, 
and I get quite riled when peo¬ 
ple mistake me on the street for 
Mel Gibson tool Here's your 
answers anyway. 

11 Bomberman, on second 
thoughts, wait for Bomberman 2 
from Virgin - it's better. 

2j He's actually a science pro¬ 
ject that went horribly wrong. 

We don't like to talk about it in 
public. 

Thanks for the cheat! But how 
do you know about Spiller's right 
arm? 

MINT MAO 

Dear Guy, 

I started getting your mag in 
December 93 and I was getting 
a SNES for Christmas with 
Mario All Stars and Mortal 
Kombat. I bought the mag 
because it had the combinations 
for MK and until I sussed the 
game I didn't bother reading it. 
When I did actually read it I 
thought it was mint and I've 
bought every issue since. 

1) What does TBA mean? 

2) What beat 'em up game 
shall I get next? 

3) Is there any cheats for Street 
Fighter 2 for my cousin Stuart? 

4) I heard that there are friend¬ 
ship moves on MK2. Will they 
be on the SNES version? 

5) Could you say hello to my 
mate Kev? 

Cheers, Mark Stringer, 
Manshesfer 



Thanks for the compliments 
Mark/ here's your answers. 

11 It means "To Be Announced", 
basically we haven't been given 
a correct price for it at the time 
of going to print. 

211 don't know Mark, what 
have you got at the moment? 
SF2 Turbo is your best bet son. 

31 Erm... not really no. There is 
the cheat which enables you to 
play your friends os the same 
character. Do you want that 
one? Okay then, here it is. Press 
UP, DOWN, L, R, Y, B, X and A 
in that order and you can play 
your mirror match. 

4j There are friendship moves 
on MK2, including pressie giv¬ 
ing, cake cutting and flower 
arranging. As I haven't been 
officially informed on what's 
happening with the SNES ver¬ 
sion of MK2, I can't really say if 
they will be included, but there's 
more chance of friendship 
moves being included than the 
bloody fatality ones! ■ 

5) Erm, hello Kev! 


GB ACTION 

Dear Guy, 

I wonder if you could possibly 
tell me where I can get hold of a 
Joyplus Carry Case and the 
Game Boy Turbo Charger 
battery pack for the Game Boy. 
And could you also tell me how 
much will they cost. 

So long. 
Will 


The boy from nowhere! Why on 
earth don't people bother 
putting their addresses on letters 
anymore? Are you scared Tm 
going to come round to your 
house or something? Anyway, 
this is a SNES mag and has 
nothing to do with Game Boy 
stuff, so I was a tad confused on 
why you wrote to me Will. But 
as Tm a really helpful chap 
here's the info you need. Simply 
ring the very helpful ladies at 
Console Plus on the following 
number and Tm sure they can 
help you with your add-on night¬ 
mare. The number is: 0924 
456802. 

PEMMY PIECE 

Dear Guy, 

My mate Jonnie reckons that if 
you stick a one-pence piece to 
the top of your Mortal Kombat 
cart, you can then play as Goro 
and Shang Tsung. Could this 
possibly be true or can I point 
him out in the playground and 
call him a fibber? 

Ronnie D, Gronfham 

Well Ronnie, I can't really say if 
this crazy cheat will work, sim¬ 
ply because I haven't been both¬ 
ered to try it out. If you and your 
friends want to spend hours try¬ 
ing it, then go ahead, but I hon¬ 
estly can't see it working in any 
way, shape or form. Get a grip 
and just play the game as usual. 



SUPER ACTION SI 


‘Similarities to any person living or dead are purely coincidental. 










iOKBHiC j 




^F'S 


^pocks away on ano^er Nintendo 
Kheatarama with eve^body’s fave 
Antipodean Yoshi, th^owdown on 
v#xactly how to get ^t fireball in 
^ega Man X and, of i^ourse, Zelda! 

YOSHI'S COOKIE - ■ ' - ^ 




YOSHI'S COOKIE 
LEVEL SELECT 

Use Controller 1 to put in: ACTION 
MODE, ROUND 10, SPEED HIGH, 
MUSIC OFF ^ 

Use Controller 2 to put in: LEFT, 
RIGHT, SELECT. START 
When you hear "YOSHI" the cheat 
has worked. 

-:;^aiCAi« level skip 

Press: START, RIGHT, LEFT, DOWN, 
RIGHT & A, START 


room. This will kill it and give you 
the precious Token. 


the stage. Just before the end of 
the level when you are flying over 
the large chasm on the cart, jump 
up onto the edge of the cliff and 
jump up onto the ledge, collect the 
power-up and jump into the chasm. 

Repeat this four more times and 
Dr Light will appear up there and 
give you the HYRUKEN FIREBALL. 
Press DOWN, DOWN/ FORWARD, 
FORWARD then Y to use the 
Fireball. 

Here Is how to kill each of the stage 


MEGA MAN X 


bosses and in what order: 


fisher 2 Turbo 

of Kyi, 


Wll^¥ COMMANDER - 
THE SECRET MISSIONS 

On the title screen hold L,R,SELECT 
and START on Controller 2. Whilst 
holding these buttons press START 


In last month's Dr Diablo's Cheats 
of Doom it was mentioned that you 
could get a SFII-type fireball. This Is 
correct, but it is not quite as easy 
as It looks since to get the cheat to 


CHILL PENGUIN - X Buster Gun 
STORM EAGLE - X Buster Gun 
FIRE MAMMOTH - Tornado Gun 
SPARK MANDRILL - Ice Gun 
ARMOURED ARMADILLO - Electro Gun 



New 

Skjppy 


LAUNCH OCTOPUS - Shield Gun 
BOMMER KUWANGA - Homing Gun 
STING CHAMELEON - Boomerang Gun 


work you must have done all of the 
following: 

Defeated all the stage bosses 
Collected all the sub-tanks (there 
are four in all) 

Collected all the heart tanks (eight 
in all, one on each level) 

Then on the Armoured Armadillo 
stage, work your way to the end of 


on Controller 1 


ZIQUIN^X 

This game is causing loads of peo¬ 
ple loads of hassle. So here is how 
to do level 04- OF: Get the spell 
called DAMAGE in level 03-2C. 

Now return to 04-OF and use 
DAMAGE on the monster in the 


The four sub-tanks are located in 
STORM EAGLE STAGE 
ARMOURED ARMIDILLO STAGE 
FLAME MAMMOTH STAGE 
SPARK MANDRILL STAGE 










ZMAs 11m Coaliaviag Saga 


The saga doth continue. 

OK? Here we go with the sec¬ 
ond Palace in Dark World, The 
Swamp Palace 

First, how to enter the Palace: 
Stand just outside the Swamp 
Palace in Dark World and use 
the mirror to warp into Light 
World. Enter the Watergate and 
use the lever to release the 
water. Exit the Watergate and 
then warp back to Dark World. 
Enter the Swamp Palace and the 
canal in front of you is now 
flooded as well. 

Now you are in the palace 
here's how to get to the key 
items. 

DTHE BIG KEY: 

Go down to the First Basement 


and head to the centre room.(if you 
don't know where the centre room 
is, look at the map. If you haven't 
found the map then pack the game 
up and become a monk) In the cen¬ 
tre room take the bottom left exit 
and go two rooms to the right. In 
this room go down the ladder into 
the waterway and push the blocks 
out of your way in this order: 
Bottom block to the left, middle 
block upwards. I can't believe some 
people have problems with this, 
but they do. 

Go back up the stairs on the left 
and through the door with the 
upward stairs. This brings you back 
to the First Floor. Drop down the 
hole in the top right corner and fall 
back down to the First Basement. 

Just proceed right 
into the next room 
and get the Big Key. 

2) THE BIG CHEST 
This is most easy. 
Simply go back to the 
centre room and climb 
the ladder onto the 
centre platform. Open 
the Big Chest to get 
the Hookshot 

3) ARRGHUS 
(THE END BOSS) 

Once you have hook- 
shot, stand in front of 
the Big Chest and use 


the hookshot to grab 
the skulls on the ledge 
in front of you. You will 
be pulled onto that 
ledge. Go through the 
door and work your 
way to the Boss. (It 
isn't that hard). 

Once at the Boss, use 
the Hookshot to grab 
one of the little blobs 
that surround him and 
then whack it with the sword. 
Repeat this until all the little blobs 
are gone. This leaves the Big Blob. 
Once again it is really easy (in fact 
it is so easy my little dog can do it 
and it doesn't have any hands). 
Simply hit it with your sword and it 
will flash and shoot upwards. Look 
out for its shadow as it will try to 
land on you. When it lands, strike it 
with the sword again and keep 
repeating until it dies. 

You now have the second crystal 
RAH RAH RAH! 

Here are a couple of items you 
should get now: 

THE SHOVEL: Go to the the 
Haunted Grove in Dark World (the 
bit where the boy plays the flute in 
light world) and there is an animal 
version of the flute-playing boy. He 
will give you the shovel and a mes¬ 
sage about digging up the flute. 


THE FLUTE: Go back to light 
world with the shovel and 
return to the Hunted Grove. Dig 
around the top left corner to get 
the flute. 

Once you have the flute, go to 
the village and play the flute in 
front of the wheather vane. This 
will wake the bird which is on 
the top of the vane. Now any¬ 
where in light world blow the 
flute and the bird will come and 
pick you up. 

When the bird picks you up, a 
map appears and on the map 
are eight numbers. Just push 
left or right on the joypad and 
you can select any of those 
locations for the bird to drop 
you off. Once again I am 
astounded that anybody needs 
that explaining to them, but 
Zelda players never cease to 
amaze me! 

























GAMES 




THE ULTIMATE GUIDE TO GAMES BUYING 


There are so many 
SNES games 
around that the 
Index is evolving 
into a 'best of’ 
iist. When new 
games are 
reieased and 
score 85% or 
more they go 
straight in. Games 
scoring iess come 
out. Look out for 
the Yeiiow fiash - 
it’s Super Action’s 
seai of approvai. 


BEAT ’EM UPS 

LOOKING FOR FAST, 
FURIOUS AND VIOLENT 
ACTION? IT’S HERE. 


ALIEN vs PREDATOR 

Activision 

Jap import 59% 

Oh cfear. A top licence gets the 
banal treatment as yet another 
Final Fight rip off insults your 
Super Nintendo. This one is less 



interesting than most, with 
indistinct graphics and not 
much else to recommend it. 
Avoid it at all costs. 

BATMAN RETURNS 

Konami 

Jap import 91% 

Fight and schwing with 
Catwoman, rescue the Ice 
Princess from the evil Penguin 
and battle against his hordes of 
destructive and twisted clowns. 


GALLUP 

I NON MOVER Al UP ▼ DOWN O NEW ENTRY 

■ d 

Acclaim 

■2) 

Renegade/Sony 

A3) 

Ocean oO ’.. 

T4) 

Nintendo 

■ 3) 

Nintendo ’ 

■ 6) 

Nintendo > 

■ 7) 

Capcom - 

AS) 

Nintendo > 

As) 

Hudson Soft/Virqin 

Tio) 

JVC 



This film licence is one of the 
most playable that we’ve had in 
the office. The music is taken 
from the film and it looks gor¬ 
geous. You’ll play this one until 
your finger drop off. 

BEST DF THE BEST 

CHAMPIDNSHIP 

KARATE 

Electro Brain 

US import 89% 

Classic kick boxing action with 
loads of environmental options 
and the essential training 
screens. A fantastic amount of 
kicks and punches to inflict 
upon your best mate with gut 
wrenching sound effects. Good, 
but the sprites are a bit small. 

DDDMSDAY WARRIOR 

Renovation 

Products 

US Import 81% 

The characters are sufficiently 
different from each other in 
looks and in movement to war¬ 
rant praise. Along with this the 
soundtrack is full of Eastern 
promise and there is a two play¬ 
er option to enhance the game. 



It’s not another StreetFighter 2, 
but it’s not all that bad. 


FATAL FURY 

Takara 

Jap import 75% 

Street Fighter clone with chunky 
graphics and great sound. Less 
button commands than its big 
brother so there are fewer spe¬ 
cial moves. Less characters to 
choose from and those selec¬ 
table lack the background and 
animation of Street Fighter. 

FINAL FIGHT 

Capcom 

Official 88% 

Simplistic action is more than 
made up for by spectacular 
graphics. Although it lacks long 
lasting challenge, it’s a game 
you’ll often return to. One 
strange thing is that Guy, the 
third character in the arcade 
game, is mysteriously missing. 

FINAL FIGHT 2 

Capcom 

Official 72% 

Not the most original beat ’em 
up on the market, but definately 
one of the best looking ones. 
Basically it’s too easy and really 
is not worthy of your hard 
earned cash. 

FIST DFNDRTH STAR 

Toei Animation Co. 

Jap import 70% 

Although this game seems shal¬ 
low and poor, you’ll soon get 
iinto the swing of things. Like all 
two player games, you can glean 



hours of fun and frolics from 
beating up a mate. Sad and 
pathetic in one player mode. 

CLAYFIGHTER 

Ocean 

Official 82% 

Realistically, this isn’t going to 
give SF 2 a serious run for its 
money - there’s not enough 
playability for that. But it still 
offers something new and fairy 
original to those tired of endless 
SF 2 clones. Some of the moves 
will have you rolling around. 


KING OF THE 
MONSTERS 

Takara 

Jap Import 80% 

Some hugely enjoyable monster 
fun as you take control of some 
very dodgy looking characters. 
Graphically, this is nothing to 
write home about and its lasting 
appeal for a single player is 
questionable. Two player games 
though, are massively addictive 
and great fun. A worthy pur¬ 
chase and a fantastic laugh. 
Godzilla meets Streetfighter! 

LAST FIGHTER 

Banpresto 

Jap import 70% 

Weird Japanese cartoon charac¬ 
ters in Super Deformed mode 
(this is where they make cartoon 
figures small and cute to appeal 
to younger kids). It looks won¬ 
derful, nice sprites and often 
gorgeous backgrounds. Sadly 
though, there are too few moves 
and it’s far too easy. Quite fun in 
two player mode though, but 
best suited to young kids. 

MDRTALKDMBAT 

Acclaim 

Official 90% 

Does not quite claim the SF2 
crown, but is still a dream to 
play. The digitised graphics are 
top notch, with loads of new and 
exciting characters to suss out 
and play to the death. Better 
than most on the market, but 
the novelty soon wears off. 

RANMA!^ 

Masaya 

Jap import 89% 

A rather brilliant Streetfighter 
inspired beat ’em up based on 
Japanese cartoon characters. 
The wide variety of characters 
and moves available are backed 
up by fluid gameplay and 
sparkling graphics. Sound 
effects are striking and humor¬ 
ous and the whole thing is 
incredibly slick. A definite con¬ 
sideration for those of you who 
have grown tired of big daddy 
Streetfighter 2. 

RANMA 2'A 

Masaya 

Jap import 84% 

This game is a brilliant follow up 
to the original, but not sufficient¬ 
ly different to rate as highly. The 
graphics are crisp and sweet and 
cool. Kung Fu fun! 

RIVAL TURF 

Jaleco 

Official 81% 

A cross between Double Dragon 
and Final Fight. Visually very 
similar to Final Fight but with 


small characters and two player 
gameplay. There are loads of 
features including a limited, but 
fun one on one mode and some 
nice use of mode seven. 

SDNIC BLASTMAN 

Taito 

Jap import 89% 

. Not a conversion of the arcade 
game, but a brilliant use of the 
characters nonetheless. Looking 
very much like Final Fight but 
with slightly better graphics and 
hilarious special effects. 

STREETFIGHTER 2 

Capcom 

Official 95% 

Possibly the best SNES title 
today. Unmatchable gameplay 
combined with arcade perfect 
graphics and sound. This is a 



true classic and an amazing 
demonstration of what the 
Super Nintendo is capable of. 
You must have this, it’s just as 
simple as that. 

STREETFIGHTER 2 
TURBO 

Capcom 

Official 95% 

Totally addictive head bashing 
fun. Quicker, slicker and even 
more gorgeous than the origi¬ 
nal. The only sure way to get an 
arcade quality beat ’em up in 
your very own bedroom. If you 
have the first version, trade it in 
and buy this one. 

SUPER DOUBLE 
DRAGON 

Technos 

US import 83% 

Unexpectedly brilliant scrolling 
beat ’em up with rather nice 
graphics and a lot of sparkle. 

The addition of blocking and 
throwing moves adds a huge 
amount of variety to this title. 
The music and sound effects are 
very smart and it’s all very pol¬ 
ished. Questionable lastability 
for a single player, but the best 
game of its kind for two fighters. 

TKO BOXING 

Sofel 

US import 70% 

A reasonable boxing game. The 
graphics, while slick and fluid, 
do little to convey the atmos¬ 
phere of real boxing. There are 
some nice samples and lots of 
guitar, it plays well but gets 
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repetitive quickly. Saving grace 
is the training option - on win¬ 
ning you can pump some iron 
and increase everything about 
your various attributes. 

TURTLES IN TIME 

Konami 

Official 85% 

This gives the Turtles a new 
breath of life. Beautiful looks 
and wonderful sounds as you 
guide the Turtles through a 
world filled with terror. Travel 
backwards and forwards in time 
as you try to rescue April O’Neill. 
Look out for the F-Zero style 
level where you mount a turtle 
surfboard and head off along a 
superfast highway. 

TUFF E NUFF 


Jaleco 

Official 85% 


If there had been no SFII then 
this would be the benchmark for 
beat ’em ups. The sprites are so 
manic at times it’s scary. 



move around the screen 
with bizarre individual character¬ 
istics in front of superb scrolling 
backgrounds. Plenty of special 
moves for extended fun. 


ULTRAMAN 


Bandai 

Official 65% 

Great big rubbery sprites wob¬ 
ble around on unconvincing 
backgrounds, exactly like the 
Japanese TV show it’s based on. 
One of the first games available 
and it shows. Still, it has a die 
hard following and it’s good for 
a laugh. I’d question the merits 
of actually shelling out any of 
my dosh on it though. 

WWF ROYAL RUMBLE 

UN 

US import 49% 

A sure fire hit, despite its pitiful 
score. It is a bit of a laugh but it 
just isn’t worth shelling out any 
cash for. If you really must have 
a wrestling game get WWF 
Wrestlemania, see below. 

TURTLES TOURNAMENT 
FIGHTERS 


Konami 

Officiai 93% 

An SF2 Turbo clone that isn't 
bobbins! Unbelieve I know but 
Tournament Fighters has top 
notch graphics, crystal clear 
sonics, special moves galore 
and excellent gameplay. A fight¬ 
ing game to rival the master! 


DRIVING GAMES 

STICK YOUR KEY IN THE 
IGNITION AND PUT THE 
PEDAL TO THE METAL; , 


AGURISUZUKI 
FORMULA ONE 

LOZC 

Jap import 81% 

Ooh! Ooh! This is the first split 
screen mode seven driving 
game, arriving just a tad before 


Super Mario Kart and to much 
critical acclaim. It’s all nice and 
fast and the graphics are attrac¬ 
tive though it doesn’t have the 
same humour appeal as the for¬ 
mer champion of racing games. 

F-ZERO 

Nintendo 

Official 91% 

Still regarded by many as the 
top SNES racer, this mode 
seven special is as addictive as 
it’s attractive. Superlatives are 
apt for every aspect of the 
game. Its only failing is the lack 
of a two player option. This is 
the benchmark for racing games 
- if you haven’t got it then you 
can’t have seen it, let alone 
played it. The recommendation 
for this game is unreserved... 
are you convinced yet? 

NIGEL MANSELL’S 
WORLD 

CHAMPIONSHIP 

Gametek 

US Import 85% 

One of the best ‘realistic’ driving 
simulations you could possibly 
get your grubby little mitts on. 
It’s fast, smooth and it really 
captures some of that formula 
one racing excitement. Above 
all. World Championship is great 
fun to play and provides all the 
thrills and spills of the worlds 
greatest racing circuits. 

FI EXHAUST HEAT 11 

Seta 

US import 95% 

Here it is the amazing DSP chip 
in all its wondrous glory. This is 
super fast and smooth and the 
perspective faultless. There’s 



enough gameplay to last a life¬ 
time and enough excitement to 
frazzle your brain. It looks like 
the SNES was definately made 
for racing games. 

KING OF THE RALLY 

Meldac 

Jap import 87% 

The easiest way to descibe this 
is to say that it’s like controlling 
a remote control car. 



plete and it all makes a rather 
nice racing change. 

OUTLANDER 

Mindscape 

Officiai 83% 

Racing through the desert, bat¬ 
tling bikers and visiting radioac¬ 
tive towns. This is like Mad Max 
Rides Again. There are lots of 
different weapons and lots of 
helpless victims to shoot- it’s all 
very playable stuff though it can 
be a tad repetitive. 


TOP GEAR 2 

Marubeni 

Official 93% 

Top Gear 2 leaves all its split 
screen racing rivals floundering 
in the pit lane. It has single 
handedly improved the standard 
of the SNES two player car rac¬ 
ing genre. A massive improve¬ 
ment on the classy original with 
endless new and exciting 
options to keep all you budding 
road hogs amused for hours 
and hours. This game is excel¬ 
lent in every department. Rev it 
up and burn some rubber! 

LAMBORGHINI 

Titus 

Official 83% 

Contributor chap Jason loved 
this game. The rest of us went 
hmmm, it’s not exactly Top Gear 
2 is it? Still, if you love rear-view 
racing games, like the idea of 
betting on your races and own a 
SuperScope then this is well 
worth checking out. Let’s say 
it’s a servicable racer with a 
couple of added extras. 

SUPER FI HERO 

Varie Corporaton 

Jap import 74% 

This has to fall into the average 
category, it is incredibly unre¬ 
markable despite being playable 
enough to hold your attention for 
an hour or two. You slip into the 
shoes of Satoru Nakajina, that 
most famous of F1 heroes, and 
have to go through the regular 
jive of fitting your car together 
before you race. It has a turbo 
feature that is worth mentioning 
but that’s about it. 

SUPER MAMO KART 

Nintendo 

Officiai 94% 

You probably know the verdict 
for this one already. Perhaps the 
best driving game ever. Choose 
between eight of the most 
famous Mario characters. Split 
screen, 2 player, stop the traff¬ 
ic, rock ’n’ roll action. Spectac¬ 
ular graphics, unbelievable 



sound and some of the best 
gameplay ever. You have to 
have this, it’s utterly superb and 
it gives you the horn. 

SUPER OFF ROAD 

Tradewest 

US import 84% 

Iron Man Ivan Stewart is a popu¬ 
lar off-road racer in America and 
completely unknown over here. 
The game is based on his dirt 
racing antics and is a mildly 
addictive Super Sprint variant. 
The graphics are simplistic and 
at times, rough, but the anima¬ 
tion is nice and slick. If anything, 
it’s a little too easy but two play¬ 
er racing makes up for it. 

TAZ MANIA 

THQ 

Official 87% 

If you’ve ever been in the half¬ 
pipe with Sonic (boo!) and Tails 
and enjoyed it, have a good 
wash and buy this. 

It’s as bright and colourful a 
game as anybody could wish 
for. Hairy, bird-eating and ulti¬ 
mately manic Taz has come to 
the Super NES and is ready to 
race, leap and spin his way into 
your open heart. 



TOP GEAR 

Gremlin 

Official 93% 

Back to the good old days of Out 
Run, only this time with split 
screen two player mode. The 


graphics don’t rely on mode 
seven and, as a result, it looks a 
bit like Lotus Turbo Challenge 
(the game it’s based on) but 
they are fast and fairly smooth. 

A solid racer with plenty of fea¬ 
tures. If it weren’t for the two 
player mode then the mark 
would drop but frankly if you’ve 
got a copy of this and a copy of 
F-Zero then you’re fully kitted up 
for racing games. 


SHOOT’EM UPS 

THIS IS A FAST REACTION 
AREA. STRONG NERVES 
ONLY NEED APPLY. 


TOTAL CARNAGE 

THQ 

Official 80% 

Not the best game ever wit¬ 
nessed but packed full of some 
of the wildest and most grue¬ 
some action you’re ever going 
to see on the Super NES. It’s 
similar to Super Smash TV. Neil 
prefers Total Carnage. 

ALIEN’ 

Acclaim 

Official 90% 

An excellent film tie in that is 
different each time you play it. 
Everything oozes class - as well 
as slime. A quality game and 
a definite benchmark in this 
kind of category. 

AXEUY 

Konami 

Official 91% 

Axelay has the best graphics of 
any SNES game. Incredible par¬ 
allax, amazing use of mode 
seven and addictive gameplay. 
Probably the best blaster on the 
SNES. A couple more levels and 
this would have been perfect. 
Brilliant shoot ’em up stuff. 

LETHAL ENFORCERS 

Konami 

Official 87% 

Its high price tag might put off 
quite a few potential punters, 
but if I were you I’d seriously 
consider this purchase. It’s the 


best shoot ’em up you’re likely 
to see for a while and it can be a 
laugh being Dirty Harry. 

R-TYPE III 

Official 

84% 

An age old gaming genre that 
has been imaginatively 
redesigned to create scrolling 
shoot ’em up action at its very 
best. Great use of mode 7 
means that slowdown which has 
plagued so many before is now 
a thing of the past. Particularly 
atmospheric tunes and detailed 
backdrops only add to the 
excitement of this totally wild 
blasting test. 



COSMO GANG 

Namco 

Jap Import 82% 

This incredibly funny shooter is 
based on those bash the mole 
games but takes the form of an 
advanced Galaga clone. 

The graphics are very, very 
amusing, as is the rather hysteri¬ 
cal Japanese sampled commen¬ 
tary. It might not look much, but 
it’s one of the best shoot ’em ups 
we’ve played. 
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CYBERNATOR 

Konami 

Official 91% 

Clumping around in a large suit 
blasting the living daylights out 
of aliens. This is what video 
games shoulb be all about. 


INDEX GUIDE 


FLASH 


If you want to know the score 
- check the index. 






Sofsl ™ 

US import 70%^ 

Reason»le boxing game with lit¬ 
tle to di^guish it from any 
other bcling game. The graphics. 


convey the atmosphere of real 
boxing. There are some nice 
samples and lots ofjuitar, it 


quickly. Saving grace is the train¬ 
ing option - on winning you can 
pump some iron and increase 
everi^hing about your various 
attributes. 



Game Title 

Software Company 

Super Action’s score: This is 
checked reguiary in case the 
game loses its fiawur. 


Game Staus: Official or 
Import (Japanese or 
American) 

Review: We have tried to 
include all the relevant 
information. Obviously In the 
interest of space it has been 
pared down but our views are 
still worth taking note of. 
DON’T Buy a game until 
you’ve read about It here. 




The price of games is no joke and we are well aware of it. If 
you are thinking of buying a game then check it out here first. 
If it gets a duff review and you are still keen, try before you 
buy. If it gets a good review show the people who are paying 
and they may part with the cash a little more easily. 


Keep an eye out for 
seal of quality. 

F-ZERO ^ 

Nintendo y 

Official/ 91% 

still regapffed by many as 
the top^NES racer, this 
mojie seven special is as 
aemictive as it’s attractive. 

Anywhere you see a yellow flash take 
note. These are games of rare and 
noteworthy breeding. Games that have 
been reviewed in Super Action and 
rise above the crowd. A Yellow Flash 
is awarded only after a game has been 
popular with the Super Action team for 
a long time. Also this may clash with 
the initial score. The yellow flash is 
the indication of a MUST BUY. 


SUPER ACTION S5 








































There is an incredible amount of 
attention to detail and it is more 
than complex enough to have 



time to come. 

DARIUS TWIN 

Taito 

Official 88% 

A shoot ’em up that wins sup¬ 
port for a lot of reasons, but 
mainly the simultaneous two 
player option. In single player 
mode, it’s challenging and fre¬ 
netic although the graphics are 
hard to see. It looks better the 
further you get with 2020 vision. 

DESERT STRIKE 

Electronic Arts 

Official 92% 

Put Mega Drive owners to 
shame with this slick and fluid 
version of the desert conflicts 
you always wanted to take part 
in. The helicopter is a joy to fly 
with plenty of missions to test 
out your skills. Good graphics 
and some great sound effects. 

GRADIUS3 

Konami 

Jap import 90% 

The good news is that this is 
one of the finest blasters avail¬ 
able on the Super Nintendo. The 
bad news is that Konami will 
probably never release it here, 
citing that it’s “old hat’’. The 
graphics are wonderful, detailed 
and colourful, but some serious 
sprite slowdown occurs on 
busier screens. Check it out 
though, it’s a real winner. 

EMPIRE STRIKES SACK 

JVC 

Official 95% 

Jay got excited about this and 
not^’surp rising with super slick 
and super creamy graphics, 
dream sounds and ream game- 
play. A Huge amount of levels 
will keep you at it for months 
and although the platform bits 
can get a tad repetitive it’s still 
one of the games of the year. 

MECH WARRIDR 

Activision 

Official 87% 

An excellent combination of 
strategy and shoot ’em up. 
There’s enough action to keep 
the ardent bloodfest addict 
happy along with stuff that 
trainspotters will go weak at the 
knees for. An enjoyable and 
involving game with a save 
game facility. Good job, because 
you’ll need it. 

CHDPLIFTER 3 

Ocean 

Official 89% 

Top graphics, a fluid and 
responsive control method, 
plenty of targets, millions of 
missions and lots and lots of 
blood free fun. What more could 
you ask for? If you don’t like 
this game you need your head 
testing. 


PLOK 

Nintendo 

Official 80% 

There are some imaginative 
ideas here, but at heart this is a 
run, jump and shoot platform 
game the likes of which we have 
seen on innumerable occasions 
before. 

PARDDIUS 

Konami 

Official 91% 

Easily the cutest game ever, this 
classy shoot ’em up should be 
used as a benchmark by other 
programmers. There is so much 
to it, from the wonderful graph¬ 
ics to the near-perfect sound. A 
must have for ail SNES blast 



fans. You’d better bring a sick 
bag with you though. 

PHALANX 

Kemco 

Jap import 84% 

Much maligned blaster with 
quite a few nice touches. 

Ignored largely due to bland 
graphics, this has some very 
nice and very challenging levels. 
Nice weapons that add to the 
strategy required in this game 
and some nice tunes to back it 
up. Don’t be put off by appear¬ 
ances-this is a gem. 

POP ’N TWINDEE 

Konami 

Jap Import 92% 

There’s no blood here kids, just 
plenty of frantic shoot ’em up 
fun. You almost feel sorry for 
the furry pandas and happy 
teddy bears as they disappear 
under a hail of fire. Better than 
Parodius, and that was quite a 
good little cart. 

STAR WING 

rJnfendo 

Official 96% 

It wasn’t the best move in the 
world to change the name of 
this from Starfox to Starwing 
but that’s its only fault. The first 
game to use the Super FX chip, 
it has scaled sprites and fluid 
polygons. It’s a fast game that 
has you hooked from the start 
and seems to go on forever. If 
this is the shape of things to 
come then it won’t be long 
before that little black box (the 
Megadrive) curls up and dies. 
This game excels. 

STRIKE GUNNER 

NT VIC 

US import 85% 

More vertically scrolling action 
as you take on the forces of an 
alien empire (just for a change) 
with the usual extra weapons 
and stuff. Not very inspiring, but 
technically adequate blaster. 

SUPER ALESTE 

Toho 

Official 89% 

At last, PC Engine Gunhed gets 
an airing on the Super NES and 
what a job! Amazing mode 


seven graphics that add greatly 
to the challenging pyrotechnic 
hell fire action. 

SUPER PANG 

Capcom 

Jap import 89% 

Not Strictly a shooter, but you 
do have to blast things. Pop the 
bubbles until they disappear and 
that’s about it. Sounds dull, but 
in reality it’s one of the most 
addictive SNES games yet. Great 
graphics help and the music and 
sound effects are just fine. 
Multiple worries as each bubble 
you do manage to burst prompt¬ 
ly splits into many others, leav¬ 
ing a small nightmare 
happening right there in the pri¬ 
vacy of your own home. 

SUPER R-TYPE 

Irem 

Official 81% 

Very classy looking, highly 
attractive shoot ’em up. Lots of 
nice bits and a few interesting 
bad guys, but not much in the 
way of originality. It looks and 
sounds superb but the constant 
jerky scrolling and lots of slow¬ 
down mean that this is a heavily 
overated title. 

SUPER SMASH TV 

Acclaim 

Official 90% 

Fabulous conversion of the coin¬ 
op, helped massively by the fact 
that a Super Nintendo control 
pad has four buttons. Neat 
graphics and smart sound are 
totally eclipsed by the frantic, at 
times insane, gameplay. Spot-on 
and one of the closest conver¬ 
sions ever seen. 

SUPER STAR WARS 

JVC 

Official 93% 

It’s fun, it’s exciting and it’s an 
excellent film licence. The best 
shootie you can buy with state of 
the art graphics, bags of levels 
and plenty of diversions. You can 
play as Luke running and jumping 



spin and even get under 
Chewbacca’s skin. One of the 
most complete games we’ve had 
in the office with a diffculty level 
to tax the best gamers. 

SUPER SWIV 

Storm 

Official 90% 

Play on land as a jeep or sky- 
bound as a helicopter in this 
quality shooty that should hook 
you from the start. With great 
graphics and sound it’s a sure¬ 
fire winner on the SNES. 

SUPER TURRICAN 

Vic Tokai 

Official 88% 

Loads of levels and loads of 
harshly coloured backdrops. 
There’s plenty of Probotector 
influences, so if you’re into 
those kind of things this just 
might be right up your street. 


SUPER PRDDOTECTOR 

Konami 

Official 89% 

SuperProbotector was the very 
first review to appear in 
SuperAction. Graphics, sound 
and gameplay are all pretty bril¬ 
liant as you bounce around 
blasting everything in sight. 

Miles better than ghouls and 
ghosts and one of the top ten 
essential purchases a year ago. 

THE TERMINATOR 

Mindscape 

Official 82% 

This is let down by the ‘mean 
and moody’ graphics which in 
reality are just dark. Not a bad lit¬ 
tle game and it does have a dri¬ 
ving scene that changes the pace 
of it all. None of it steals the 
show though. Yawn. 

TOYS 

Absolute 

Entertainment 

US Import 80% 

The initial thrill of the lively and 
well drawn toys coupled with 
their individual sounds and 
characteristics subsides after 
constant repetition of the same 
theme. Graphically, sonically 
and in terms of longevity it’s a 
good product. Lack of exciting 
and varied gameplay prevents 
this cart being great. 

UN SQUADRON 

Capcom 

Jap import 89% 

Based on Japanese comics of 
the same name, this is a conver¬ 
sion of a Capcom coin-op. There 
are loads of differences between 
this and the original, but most of 
them are improvements. Nice 
graphics, excellent music and 
loads and loads of firepower. A 
fast, exciting and very difficult 
future shock blast. 

WING CDMMANDER 

Mindscape 

Official 81% 

Over shoulder view of various 
battles in space with you as the 
only saviour of mankind. Loads 
of missions to be assigned to 
with various types of craft to 
pilot. Graphics and sound are 
too similar to the PC version to 
be anything astounding but the 
game runs fast and is quite a 
tricky challenge. 

WINGS 2 

Namco 

US import 82% 

WWI air time with the crates of 
the Royal Flying Corps. Power 
up your squadron to complete 
missions in strafing, dog fight¬ 
ing and bombing. Chunky 
graphics and deeply arousing 
patriotic music make this one of 
the best flight sims available. 


' STRATEGY ^ 

GET THE OLD GREY 
(V1ATTER ON THE BOIL WITH 
, A TAXING CHALLENGE. , 


LDST VIKINGS 

Interplay 

Official 89% 

A SNES release that requires lat¬ 
eral thinking, patience and 
endurance. What a refreshing 


change! Good enough to make 
you burst into song. Ohhhhhhh, 
the graphics are beefy and 
bright and the sounds are uplift¬ 
ing alright, the gameplay is as 
sound as Olaf is round but the 
end is a wonderful sight. That’s 
quite enough of that. 

CAMELTRY 

Taito 

Jap/us import86% 

In the old days, we would have 
called this a maze game. Rotate 
the screen and move a small 
ball through the level. 
Challenging, original and fun. 



make sure you get the vastly 

enhanced and much bigger US 
version. It has far more levels 
than the otherwise fabby 
Japanese version. 

SUPER PUTTY 

System 3 

Official 86% 

Yes, you’ll be amazed at the 
graphics and yes, you’ll have a 
top laugh playing it for hours, 
but once you’ve reached a cer¬ 
tain level of difficulty you proba¬ 
bly won’t be quite so keen to 
continue playing. This game has 
everything except enough long 
lasting appeal. 

FACEBALL2000 

Bullet Proof 
Software 

US import 87% 

Wander around a maze in pur¬ 
suit of enemy smileys or your 
best mate. There’s also a hidden 
game only accesible through a 



wierd password combination. 
Simple graphics with some 
basic sound effects. 


LEMMINGS 

SunSoft 

Official 87% 

A Spot on conversion of the com¬ 
puter original and believe it or 
not, an improved control system. 
The graphics are functional 
rather than gorgeous, but saving 
the lives of hundreds of 
Lemmings is enormously addic¬ 
tive. Good music too and a top 
quality classy game. 

YOUNG MERLIN 

Virgin 

Official 89% 

What an absolute whopper! A 
truly huge game which provides 
a most enjoyable alternative to 
the Zelda series of carts, and in 
many ways is a whole lot more 
playable. Pleasing graphics, a 
good sound track and plenty of 
puzzles, challenges and varia¬ 
tions make this a polished little 
game with plenty of lasting 
appeal. 


MARID IS MISSING 

Mindscape 

Official 86% 

The first of a spate of ‘edutain¬ 
ment’ titles for the little ones. An 
excellent way to teach the tod¬ 
dlers some geography and quite 
taxing for gradutes as well. 

Travel the globe finding famous 
landmarks. Seven’s and up. 

TRODDLERS 

Sales Curve 

Official 90% 

Addictive puzzler that will keep 
you in the house for weeks. Go 
and find the missing troddlers 
that are scattered around hun¬ 
dreds of different rooms. Move 
blocks, catch the little folk and 
get home in time for tea. 

POPULOUS 

Imagineer 

Official 90% 

This game moved mountains 
when it arrived on home com¬ 
puters a couple of years ago and 
the SNES version is excellent. 
Excellent music and some very 
interesting graphics. Lots to do, 
lots to see and lots to keep you 
going for ages. 

PUSHOVER 

Ocean 

Official 86% 

A very frustrating and addictive 
game involving an ant and some 
very special blocks. To complete 
each level you must knock over 
every block like dominoes. 

There are several types of block 
and carefull strategy is required 
to achieve the goal against the 
all important clock. 

Q-BERT 

NTVIC 

US import 84% 

Hop around with glee avoiding 
all manner of strange creatures 
in an attempt to colour tiles in 
an odd shaped enviroment. A 
strange and qwirky control 
method means initial frustration 
with the tasks. Good graphics 
with great backdrops and nice 
sound to boot. Was the arcade 
version really that long ago? 

RAMPART 

Electronic Arts 

US import 90% 

An original blend of puzzle and 
war. Construct castles to house 
your guns then blast the opposi¬ 
tion out the playing area. 
Graphics and sound are ade¬ 
quate to the job. Don’t expect 
anything spectacular, although 
there is a spot of Mode seven. 
It’s very entertaining and it’s 
enormously playable. 

SIM CITY 

Nintendo 

Official 92% 

Gorgeous, involving and utterly 
fabulous conversion of the clas¬ 
sic home computer favourite. 
Build yourself a city, keep it 
going and if you get bored, 
knock it to the ground using an 
array of natural (and supernat¬ 
ural) disasters. The graphics 
and sounds are just about up to 
the job, but this deserves its 
score on its enthralling and 
excellent gameplay alone. 


SB SUPER ACTION 































SPINDIZZY WORLDS 

Activision 

Official 87% 

As old as the hills this game but 
it doesn’t suffer because of it. 
Guide a glittering spinning top 
around mazes of trapdoors, 
short cuts, lifts and all manner 
of awkward obstructions. 

SUPER BOMBERMAN 


95% 

One of the best SNES games 
available. Bound around the 
arena blowing up all of your hot 
headed mates without a care in 
the world. Excellent. 

WORDTRIS 

Spectrum Holobyte 

US import 87% 

Imagine a game like Tetris but 
with words and a timer and a 
vocabulary the size of 
Kilimanjaro. It’s fast, infuriating 



yourself that it’s an educational 
and you’ll do fine. 

YOSHI’S COOKIE 

Bullet Proof 

Official 82% 

Mario’s jurassic pal takes on 
Tetris in yet another scarey 
cloning incident. Highly addic¬ 
tive with a nice little learning 
curve. Should keep you busy for 
a fair bit. Well, I quite enjoyed it. 


' ADVENTURE ' 

HERE BE DRAGONS. THIS 
IS THE REALM OF SWORDS 
, AND SORCERERS. , 


HudsorySoft 

Official 


ACTRAISER 

Enix 

Official 90% 

It’s hard to know quite what sec¬ 
tion to put this in. At first, it 
appears to be a side-on slasher 
in the mould of Rastan Saga. 
Delve a little deeper and you’ll 
discover that this is in fact a 
huge, sprawling RPG with ele¬ 
ments of Zelda and Populous. 
Classic stuff and still one of the 
best SNES soundtracks. 

JURASSIC PARK 

Ocean 

Official 91% 

An excellent combination of var¬ 
ious game styles so brilliantly 
put together that it leaves you 
with that good all round action 
packed extravaganza feeling. 
Blast those dinosaurs to hell and 
make your way to the mainland. 
It will take plenty of frustrating 
hours until completion. 

PALADINS QUEST 

OFFICIAL 

85% 

Dave describes the gameplay as, 
and I quote, “brilliant”. Now 
believe me, he’s not one for 
banding around words of such a 
complimentary nature in any cir¬ 
cumstances, so this must be 


particularly good. All a decent 
RPG should be, gripping story¬ 
line, lots of action, and loads of 
puzzles to solve. This is up there 
with the RPG big boys, so check 
it out! 

FINAL FANTASY 2 

Squaresoft 

US import . 89% 

Although this looks incredibly 
dull,, the sheer depth and scope of 
the game make it an instant clas¬ 



sic. Shoddy graphics are greatly 
enhanced by the addition of a 
stunning soundtrack. Lots of puz¬ 
zle solving and fighting and a fair 
bit of wandering around. 

MIGHT AND 
MAGIC 2 

Elite 

Official 90% 

Dave orginally wanted to give 
this 96% but we tied him down, 
poured lots of hot coffee into his 
system and his deranged mind 
eventually floated back to the 
realm of reality. Worth 90%. 

SECRET OF MANA 

OFFICIAL 

88 % 

Another of Dave’s specials this 
one. This is role playing perfec¬ 
tion even more so than all the 
other RPGs that Dave has 
reviewed and claimed to be 
superb! Glossy graphics and 
soothing grooves are merely the 
cherries on top of a substantial 
gameplaying cake. A mon¬ 
strously huge game that’ll take 
ages to complete, but don’t 
sweat it, there’s plenty to main¬ 
tain your interest. 



LEGEND OF THE 
MYSTICAL NINJA 

Konami 

US import 90% 

Gorgeous looking, brilliant 
sounding RPG combined with 
some fun arcade sections. The 
challenge is larger and more dif¬ 
ficult than it first seems - you’ll 
play this into the small hours. 
Entirely wholesome stuff. 

SHADOWRUN 

Laserbeam 

Official 90% 

An innovative and addictive 
cyberpunk RPG. At last a game 
that shrugs off the trainspotter 
stigma. Arcade style shooting 
throughout ensures the best of 
both worlds. 

SOUL BLAZER 

EnIx 

US import 93% 

This absolutely fabulous 
(dahling) role playing game is 


easy to get into and will have 
you playing it at all hours. It’s 
the grown up version of Zelda. 
The plot is dark and mysterious 
thus giving it plenty of atmos¬ 
phere. You’ll be playing this for 
weeks. The graphics are detailed 
and often stunning, with good 
use made of the Super Nintendo 
hardware. The music is fine and 
the gameplay is deep and 
involving. This represents excel¬ 
lent value for money. 

YS111 

Tonkin House 

US import 86% 

Fabulous RPG with nice graph¬ 
ics and a huge adventure to 
complete. Everything about this 
reeks of quality and the only 



thing that really lets it down is a 
somewhat weak plot. Check it 
out though, it’s among the best 
RPGs that you’ll find on the 
Super Nintendo. 

ZELDA 3 


Nintendo 

Official 95% 

Last and certainly not least. 
Zelda 3 is the office favourite. 
This is the creation of Mario 
programmer Shigeru Miyamoto. 
Even if you’re not interested in 
RPGs, the combination of 
arcade action and clever puzzles 
is a joy to behold. This is one of 
the finest video games ever and 
you simply must have this. 
Gorgeous graphics, great game¬ 
play and months of challenge. 


PLATFORM 

AS WIDE RANGING A 
CATEGORY AS EVER GOT 
INTO AN INDEX. 


CLAYMATES 

Interplay 

Official 89% 

Enjoyable and amazingly addic¬ 
tive plasticine platform romp. 
Excellent claymation graphics 
with just a little twist of harsh 
gameplay make this one a treat. 

DUCK DODGERS: 
MARVIN MISSIONS 

Marubeni 

Official 90% 

Daffy Duck appears as Duck 
Dodgers in the 24 1/2 Century in 
this space age adventure with a 
difference. Mostly platform 
action with bags and bags of 
Warner Bros hilarity. Top notch 
graphics, plenty of gameplay, 
an absolutely wicked soundtrack 
and those wonderful speech 
samples. Mother! 

ADDAMS FAMILY 2 

Ocean 

Official 88% 

Pugsley’s Scavenger Hunt isn’t 
as large as the first and there is 
a stronger puzzle element to it. 
Yet again though the graphics 
are great, the music ooky and 
kooky and everything moves 
perfectly. It certainly isn’t a two 
minute platform game this one. 


ADVENTURE ISLAND 

Hudsonsoft 

Official 87% 

This bouncy game has the best 
music that you will find on any 
game for the SNES. The game¬ 
play is a bit dodgy and a touch 
easy at times but it’s worth a 



play. Just try to calm any fears 
you might have about cutesy 
graphics and you shouldn’t do 
too badly with this. 

ANDTHER WDRLD 

Interplay 

Official 91% 

More platforms than blasting 
mean that Another World nar¬ 
rowly makes it into this catego¬ 
ry. The graphics are very 
unusual polygons, but are put to 



good use and exceptionally real¬ 
istic. The music is atmospheric 
and superb and the gameplay is 
deep and complex. Once fin¬ 
ished, you’ll try to do it faster 
and better than before and enjoy 
it hugely. Highly recommended. 

ASTERIX 

Infogrames 

Official 92% 

Excellent platform romp around 
the globe with the wee french 
lad who we all love. This one will 
last you a lifetime, what with all 
the levels, baddies and animals 
you have to contend with. No 
battery back up, but still a class 
act and very addictive. 

B.D.B 

Electronic Arts 

Official 90% 

Although this will win no awards 
for originality it won us over in 
other departments. It is quirky, 
humorous and fun to play. 



The graphics are excellent and 
the progression is just right. Not 
just another platform game. 


CHUCK RDCK 

Sony Imagesoft 

US import 90% 

Cartoon style capers in the land 
time forgot all about completely 
and failed to include in the his¬ 
tory books. More’s the pity as 
there is plenty to do with rock 
tossing, belly bashing, eating 
anything with a pulse and of 
course saving your beloved 
Ophelia from the evil dinosaurs 
and the nasty bogey men. 


DRAGON’S LAIR 

Elite 

Official 91% 

striking platform slasher with 
some very nice graphics. It’s 
very unusual in appearance and 
the control method takes quite a 
while to get used to. Once 
you’ve mastered it though, 
you’re in for a nice treat. It’s just 
a shame it wasn’t just that bit 
bigger though. 

ALADDIN 

Capcom 

Official 88% 

Beautifully animated sprites that 
move fluidly over superbly 
detailed backdrops. Sounds like 
a treat doesn’t it? Unfortunately 
Aladdin is not as magical as it 
could or should have been. It’s 
all mouth and no trousers, gor¬ 
geous graphics but no real sub¬ 
stance or serious challenge for 
experienced gamesplayer. 



FIRST SAMURAI 

Marubeni 

Official 89% 

A classic game from way back in 
the mists of time. It’s a mystical 
platform adventure with a little 
twist of oriental magic. A tad 
low on levels but full of playabil¬ 
ity and fine sound effects. 

GDDS 

Mindscape 

Official 82% 

A platform shootie with a few 
puzzles thrown in and some 
commendable graphics. It’s just 
too samey to lift it above the 
heads of the crowd. 

LAWNMDWER MAN 

Sales Curve 

Official 86% 

3D cyberworlds in yer face! Join 
Dr Angelo on a virtual mission 
to hell and back. Battle armed 
soldiers, fit through virtual 
worlds and work out tricky puz¬ 
zles. An excellent chill out game. 

HDDK 

Sony 

Jap/us import87% 

Although this can be slow, it still 
manages to keep you interested. 
The graphics are lovely, with 
depth and character and 
although the gameplay has been 
done fifty squillion times before, 
you’ll probably love it anyway. 

It’s one of the most fluid, 
playable and attractive games 
available on the SNES. Don’t 
forget to pack your tights. 

MR. NUn 

Ocean 

Officiai 93% 

An exremely classy platform 
romp to rival the likes of King 
Mario. A super powered squirrel 
with one hell of an attitude and a 
mighty big tail storms his way 
through endless beautiful levels 
to battle the evil and 
massiveYeti. 


BUBSY 

Accolade 

Official 87% 

The fur ball with attitude is here 
to save the day. Help Bubsy rid 
the world of the horrible 
woolies. Collect up the yarn 
balls, squish the bad guys and 
jump the gaps. An average plat¬ 
form romp basically. 

JDE AND MAC 

Elite 

Official 90% 

spot on conversion of the Data 
East coin-op and a credit to the 
British team who did the job. 
Hampered only by the limita¬ 
tions of the original, this is an 
attractive and playable romp. 
Nice graphics, excellent sound 
and a whole load of gameplay. 

JDE AND MAC 2 

Irem 

Jap Import 82% 

A gorgeous looking semi-sequel 
converted from the arcade ver¬ 
sion. It’s funny and fun and 
quite quirky to boot. Have a go 
it’s just possible that you’ll 
never look back. 

KRUSTY’S SUPER 
FUNHDUSE 

Acclaim 

Official 84% 

Krusty is a clown from the local 
TV station who specialises in 
showing violent cartoon shows. 
In this game, you must rid 
Krusty’s Fun House of the rats 
who now infest it. This is classic 
platform action. 

SDCCER KID 

Ocean 

Official 84% 

There’s plenty to this game to 
keep you going for ages and if 
you decide to leave it for a day 
you may resume play as there’s 
a password system available. 

CDDLSPDT 

Virgin 

Official 94% 

Take a stroll down quality street 
and the kids will be playing Cool 
Spot on their SNES. Utterly 
wonderful graphics and a char¬ 
acter with so much charm that 
people sit around and watch 
others playing the game. The 
gameplay isn’t perfect but even 
platform-hater Alex loved this 
game. Cool Spot is a true star. 

MARID ALLSTARS 

Nintendo 

Official 92% 

All four ancient Mazza games 
revamped and slapped onto one 
cart. An immensely creative cart 
with more levels than you can 
shake a NES at. A tough chal¬ 
lenge for anyone. 

MICKEY MDUSE 

Capcom 

Jap import 90% 

Anything from Capcom means 
the seal of quality and good 
looks for the SNES. Mickey 
Mouse is no exception with fan¬ 
tastic worlds to explore and 
amazing graphics. One small 
winge might be that the game is 
a little too easy to completebut 
you get your money’s worth. 
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about that kids. 

MEGA MANX 

Capcom 

Official 87% 

This is Mega Man’s 16Mbit 
debut and it has made quite an 
impression on us. Excellent 
graphics, as we’ve come to 
expect from Capcom releases, 
and imaginative platform action 
make this look and play very 
well. Can we have some more of 
this please? 

PRINCE OF PERSIA 

NCS 

Jap import 90% 

Utterly fabulous in every 
respect, this game has proved 



to be a perrenial office favourite. 
You’ll come back to it time and 
time again as the game is 
absolutely huge. Masses of 
action and lush graphics are 
combined with one of the most 
atmospheric and brilliant SNES 
soundtracks to date. 

ROADRUNNER 

SunSoft 

US import 88% 

Cartoon capers with Road 
Runner evading the hungry 
coyote at the expense of every¬ 
one’s patience. Great graphics, 
brilliant animations but let down 
by the control method. Wile E 
Coyote is still hilarious though. 

ROBOCOD 

Ocean 

Official 90% 

Theses are some of the scrum- 
miest, most candy striped 
graphics you will ever find on a 
SNES (until Zool comes out). 
Frantic action is complemented 



by an enormous and challenging 
game. The transportation ele¬ 
ments add a touch of variety, 
which is much needed in plat¬ 
form games of this ilk. Fast, furi¬ 
ous, frantic fun. Try it out. 

ROBOCOP 

Ocean 

Official 89% 

The graphics in this game are 
fantastic, and the gameplay, 
while fun is hindered by the dif¬ 
ficulty level. It’s one of the 
toughest games we’ve ever had 
in. You can complete it though - 
well you can if have a Game 
Genie or Action Replay. 


SKUUAGGER 

ASC 

US Import 80% 

Bizarre plot and dodgy graphics 
mask a simple and enjoyable 
platform romp. There isn’t 
much to it and variety (not 
Bobby Davro/Bruce Forsyth) 
fans will soon grow bored. 
Nothing drastically wrong with 
it, but it doesn’t shine. 

SUPER CASTLEVANIA4 

Konami 

Official 92% 

You’ll run out of superlatives 
very quickly as you try to 
describe to your pals the huge, 
sprawling and mindlessly addic¬ 
tive nature of this game. 

Fabulous in every respect and 
very, very urmm... large. Play as 
the tough Simon Belmont, vam¬ 
pire killer extraordinaire. 

SUPER GHOULS ’N’ 
GHOSTS 

Capcom 

Official 92% 

Capcom’s first effort on the 
Super Nintendo Entertainment 
System and still one of the all 
time greats. Fantastic graphics 
combined with creepy, orches¬ 
tral music in this fabulous remix 
of the Capcom coin-op. 

SUPER MARIO WORLD 
Official 95% 

This game is synonymous with 
the greatest console in the 
world, so it’s going to have to 
be a stonker isn’t it? As much 
platform playability and hilarity 
you can get out of a cartridge. 
Good king Mario is here with all 
his merry chums and this game 
is totally fantastic. 

TINY TOONS 

Konami 

Official 90% 

One of the most fabulous games 
to wander into Super Action 
Towers. Massive gorgeous 
graphics, smart tunes and some 



unbelievable gameplay. The car¬ 
toon tie in has already shifted 
plenty of these but it’s worth it. 

SPACE ACE 

OFFICIAL 

90% 

With trim perspectivised 3D 
graphics, challenging gameplay 
(frustratingly so at times) and 
pleasing graphic sequences 
from the actual arcade game. 
Space Ace is most definitely a 
top of the range SNES game. It 
is a difficult one to place into 
any particular genre because 
there are so many varied gam¬ 
ing styles within the one cart. It 
therefore falls in the catch-all 
category of adventure, but there 
are also platform sections, 
scrolling shoot 'em up sections 
and puzzlers galore. Well you 
know what they always say, 
variety is the spice of lifel. 


AERO THE ACROBAT 

SunSoft 

Official 87% 

A weird platform adventure with 
just the right amount of addic¬ 
tive pulling power to keep you 
hooked for a long while. The 
size of the arena means you’re 
probably gonna get lost occa¬ 
sionally but what the heck you 
can deal with that. Some people 
may like it more than others. 


^SPORTS GAMES 

: ARMCHAIR SPORTS 

FREAKS STEP THIS WAY, 
, IT'S PARTY TIME. 


CHAMPIONSHIP POOL 

M!nds(^e 

Official 91% 

An age old game brought back 
to life in this amazing simulator. 
Silky smooth graphics and 
excellent gameplay make this 
game just too addictive. Buy it 
now and you won’t leave the 
house for months! 

NBA JAM 

Acclaim 

Official 92% 

If you buy a copy of this, it’ll be 
one of the best purchases you’ll 
ever make. You can fake the 
funk on a nasty dunk on a nasty 
dunk if you want, but I’ll be play¬ 
ing boo ya with the big boys. 

SIDE POCKET 

Vic Tokai 

Official 85% 

As pool simulations go, this is 
quite the most ridiculously over 
the top game you are ever likely 
to see - and we love it. You can 
do bizarre things with the cue 
ball, perform impossible feats of 
cue control and still have time 
for the odd trick shot or two. 
Realism goes out of the window 
but this is still a brilliantly 
playable and interesting game. 

BOXING LEGENDS OF 
THE RING 

Electro Brain 

US Import 87% 

An excellent boxing simulation 
with more than it’s fair share of 
action and playability. Massive 
well animated sprites, great 
sound effects and a tad of 
blood/saliva thrown in for good 
measure. This has to be one of 
the best sports sims available 
for the SNES and should provide 
hours of nose crushing, jaw 
shattering entertainment. By fair 
means or foul you must get a 
copy of this cart, you won’t 
regret it, we promise. 

CAL RIPKEN JNR 

Mindscape 

Official 85% 

The only thing that lets Cal 
down is that it is a Baseball 



game. If you let that fact colour 


your thinking you’ll be missing a 
tense two player bonanza that 
will rise your blood pressure. 


DAVID CRANE’S 
AMAZING TENNIS 

Absolute 

US import 92% 

Fortunately for David Crane, 
this really is amazing. The 
graphics are stunning, the 
sound effects totally convinc¬ 
ing and the gameplay superb. 
Easily on par with Super 
Tennis, but in order to pull that 
off it is unfortunately almost 
identical in play. 

PILOTWINGS 

Nintendo 

Officiai 93% 

The first game to show off the 
sense of depth and realism that 
mode seven backgounds create. 
A top combo of tests in any 
form of flying imaginable, it’s 
over a year old but still addic¬ 
tive. Each event presents a more 
engrossing challenge and if you 
can stop playing before you fin¬ 
ish it you’ve got no soul. 

HOLE IN ONE GOLF 

HAL 

Jap import 91% 

The first golf game available for 
the Super Nintendo and still eas¬ 
ily one of the best. The overhead 
view of the course may not be 
as realistic as the polygons 
employed by other golf games 
but it’s effective just the same. 
Nice use of Mode 7 but some 
tragic music. 

MAJOR TITLE 

Kiss UK 

Official 89% 

Nothing to do with Hannibal 
Lecter, this is golf! Play for cash 
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and thrill to the amazing mode 
seven graphics. It’s great in play 
and the competitive aspect adds 
to the proceedings - certain 
Europress staff have been 
known to play this for real 
money. One of the best all round 
golfing titles. 

JIMMY CONNORS PRO 
TENNIS 

UBI Soft 

US import 89% 

A great tennis game with loads 
of options. Whizz around the 
world playing on various sur¬ 
faces in your attempt to become 
the number one seed. Not quite 
as good as Super Tennis but 
worth a look. 

BRETT HULL HOCKEY 

OFFICIAL 

86 % 

Graphically not as good as NHL 
Stanley Cup, but at least you 
have some idea of what is going 
on, and those speech samples... 
they’re superb! Not to put too 
fine a point on it, this is a pretty 
dang good sports sim with plen¬ 
ty of skating action and body 
checking amusement to be had 
by all. What more could you 
possibly ask for? 


KEVIN KEEGAN’S 
PLAYER MANAGER 

Anco 

Official 81% 

Don your curly perm wig and 
you are Kevin Keegan! An excel¬ 
lent balance of skill and strategy 
to please all those footie fans 
that have been craving for a 
good player manager game for 
the past million years. 

SUPER KICK OFF 

Imagineer 

Official 83% 

Amiga and ST owners will relate 
to this as it is a vast improve¬ 
ment on their version. A compli¬ 
cated and hard game that has 
depth and oodles of lasting 



appeal. Graphically, it isn’t much 

actually but that isn’t the point 
as it isn’t trying to break any 
new ground. Until Kevin 
Keegan’s Player Manager came 
out it was nevertheless an 
essential purchase. 

NCAA BASKETBALL 

Nintendo 

US Import 90% 

When this game came in the 
office everybody was trans 
formed in to hi-top wearing 
giants. The sound is smart, the 
graphics are good but the game¬ 
play is amazing. Total addiction. 
The best Basketball available on 
the SNES and no doubt it will be 
for a long time to come, this is 
way ahead of the field. 

NHLPA HOCKEY 

Electronic Arts 

Official 84% 

Almost a direct copy of the 
Mega Drive version and it 
shows, what with jerky graph¬ 



ics and small sprites. Good 
gameplay though with plenty 
of options and the classic head 
to head. Added features 
include fighting and the “look 
what I did’’ action replay. 

SENSIBLE SOCCER 

Sony Imagesoft 

Official 85% 

The classic football game from 
way back hits the SNES with a 
less than large smash. It’s a 
good middle of the road football 
cart but doesn’t have that Striker 
shine. It’s quite sensible though. 

PEBBLE BEACH 
GOLF LINKS 

T&ESoft 

US Import 90% 

As professional as Langer, Faldo 
and Ballesteros rolled into one. 
Even the hefty manual is worthy 


of commendation. The statistics 
storage facility, amongst the 
multiplicity of good points, is a 
brilliant feature. Although there’s 
only one main course for you to 
play about on, you’ll definitely 
come back for a quick round 
time and time again. Excellent. 

STRIKER 

Elite 

Official 86% 

The best football game on the 
Super Nintendo. It looks like 
football, it sounds like football 
and most important of all it 



plays like football. The options 
available widen the game and 
give you the chance to cus¬ 
tomise everything from hair 
shades to player’s names. 

SUPER BOWLING 

Athena 

US import 88% 

No fun at all for a single player, 
yet hugely enjoyable with a cou¬ 
ple of pals. Great graphics and 
sound but just a little too easy in 
the long run. 

PINBALL DREAMS 

Gametek 

Official 89% 

The first real pinball simulator 
on the Super Nintendo and it’s a 
good one, well it’s the only one, 
so you’ll have to like it or lump it 
anyway! Simple graphics with 
very advanced scrolling and 
excellent sound effects make 
this look and feel like the real 
thing. With four different tables 
to choose from, you’ll find this 
to be everything you could want 
in a pinball game. 

SUPER TENNIS 

Nintendo 

Official 92% 

Still the best Tennis game avail¬ 
able for the Super Nintendo and 
indeed, on any machine ever. The 
computer plays a challenging 
game, but this release really 
comes into its own in the two 
player mode. Fast and furious 
tennis action at it’s absolute 
finest. 

RIDDICK BOWE 
BOXING 

Extreme 

Import 88% 

Big butch comedy boxers scuff 
it out in a revamped idea from 
yesteryear. Spend a little time 
with this release and you’ll soon 
be hit by its addictive punch. 
Having said that, you won’t be 
reeling on the ropes by its 
graphics or music score, but it’s 
enjoyable to play with or without 
a partner. Frankly Harry, we’re 
pretty HP with this. 
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3NES 

CONTROL 

STIOK 


SKETTY CLOSE, BRACKMILLS BUSINESS PARK, NORTHAMPTON, NN4 OPL TEL: 0604 76871 1 FAX: 0604 769943 


GRAB 


SM(]omoLPAD+(TPi84) rrp £14.99 

^Iidepeideil tuie ciilrol for all six fire litfois. *Sfow ■oUoi coilral. 
*Huds-firee aifo fire lapabilitj. 


SNEseoMOLSTi(]K(TPi97) rrp £14.99 

*CoafoBred grip. *Sfow notioi capabili^. fire selector \ 


SOME 


WI(III+(WI37H) rrr £10.99 

*Milti ^steii joystick witk six nicroswilclies. *lligh-speed 
/ aitofirecapabilily. 


tecno plus 

SCORPION + 




reMs 


SWIFT CONTROL PAD (TP 200 ) rrp £9.99 

*Siperb coilrol pad will aitofire. ^IlDiiib directioial key. *Fer 
ConuDodore Aiiga, Atari ST and C64 ^stems. 


.seoRPiMiJiiiiwitmiii) rrp £7.99 

■ *Bigllal joystick willi six ncroswitcbes. ♦For Atari and Commodore 

fanes ^stoas. 


JEGAC0]fHlDLPAD+(TP183) IT|l414.99 

•fldcpenient Uirfco control for all firr bntlois. ♦flands-free antn fire capability. 
♦Slow motion control. *For nse witb the Sega MegaDrive.'"'^ 


MEGA 

CONTROL 


LOOK OUT FO^R: 

Sega Game Gear 

*POWHUJK POWER SgmYOPZK) IT* OJlT^ §f _ _ 

CHARGBVMTE RECHARGBI/DISCHiUlGE UNIT (TP210) rrp £14JI ^1^ ..an. tmiPAP(ITISI) rrp£9.99 

Nintendo Game Boy MEGA CONTROL STICK (TP135) TCP £1^.99 *3 fire bn(lo]is .*8 direttioD thnmP-coBtrol pad. 

*MTiBlYPRCKRECiURGEHiU(TP20e)rrf ti4Ji *Hi|b-speedturbo fire capacity. *3 lire bBltoiis.*S(art baton. * * 

OURiaMTE REClMRlBiJBCHiUiGE ui«T (TPZOO) rrp £1LM *For Bse witk tbc Sega MegaDrive.’” 

Sega Megadrive™ 

*P0WBaMRB>LACailBVTP0WBISUPRY(TP208) ^ IL I ¥ I I ® 

WITH ADAPTOR FOR USE WITH SEGA IVEGAn^ I H l\| C J P I I I 

*HGH QUALITY DOST COVENS -^ ^ 


All prices are recommended retail prices and are correct at time of print. E & OE. Super Nintendo Entertainment System, Sega, Megadrive and ali other registered trademarks are the property of their respective owners. 





















NEXT MONTH IN ISSUE 




RESERVE YOUR 
SUPER ACTION 


Dear Newsagent, 

Please would you reserve/deliver* a copy 
of SUPER ACTION every month for: 

NAME. 

ADDRESS. 


! He'S back! The super 
cool bebcat with the 
furball fetish is coming 
seen in a seguel to his 


debut SNES appearance. 
This time Bub^ must 
save the Amazatorlum 
from the evil Oinker P. 
Spamm(!?). He's still 
conqiletely in the buff 
below the waist though! 

iwxtmoiift! 


POST CODE 


Note to newsagent: SUPER ACTION is available on a 
sale or return basis from COMAG 

♦Delete as appropriate 



SUPER METROID 

A truly massive game combining frantic beast- 
ie-blasting action and a more than adequate 
amount of strategy which lift it sky high above 
the sea of shoot em-up mediocrity 



DRAGON 

The life story of the world’s most famous mar¬ 
tial arts star is immortalised in this latest 
offering from Virgin. It looks set to be a huge 
game so check it out 



JUNGLE BOOK 


This is a lot more than a bare neccesities game, 
it's a gorgeous-looking platformer with excellent 
animation and graphics. Tune In next month for a 
full review 
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UDO CD GAME 











SUPER NINTENDO 0 SMB CART 0 BATTERY BACK UP 0 LARGE SCALE PENALTY SEQUENCE 0 SUPER MULTIlillli^VED CPU TEAMS 0 32 DIFFERENT SET PIECE FORMATIO 



Nintendo! 


Elite Systems Limited, Anchor House, Anchor Road, Aldridge, Walsall, West Midlands, WS9 8PW, England. 

Telephone: + (44) 922 55852. Fax: + (44) 922 743029. 





























